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Welcome to 





Discovering great videogames can be something of a minefield. 
There have been literally thousands of games released since the 
Seventies, so how on earth do you focus on the ones which are 
worth playing? Fortunately for you, we have the answer. Originally 
compiled for Retro Gamer by its own readers, the following tome 
contains the 100 games that you really should experience before 
you die. The games in question cover a wide range of genres, from 
platformers to racing games and range from 8-bit hits such as 
Pac-Man and Manic Miner to more recent classics like the excellent 
Skyrim. In short there's something in this book that should appeal 
to everyone, whether you're a fan of Shenmue or Super Mario 
Kart. But that's only part of the story. Once you've discovered the 
next 100 games you should be playing through (hopefully you'll 
have completed some of them already) you'll also be able to read 
in-depth articles on some of the biggest games featured inside, 
including the entire top ten. Enjoy. 
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100 GAMES TO PLAY 

BEFORE YOU DIE 

Our huge 42-page feature not only features 100 
essential games to experience but also plenty 
of great developer insight from the people that 
made them 


THE MAKING OF PAC-MAN 


Namcos popular maze game became a worlawide 
phenomenon. Here, Toru lwatani tells us how he 
created his iconic character 


THE MAKING OF DEFENDER 


Eugene Jarvis goes behind the scenes of his hectic 
shoot-em-up for William Electronics 


THE MAKING OF MANIC MINER 


Matthew Smith plays through every level of his 
classic videogame and reveals the thought process 
behind each stage 


THE MAKING OF PARADROID 


Join Andrew Brayborook as he explains the intricate 
mechanics behind his popular 8-bit snooter 


THE MAKING OF TETRIS 


Alexey Pajitnov's puzzle game Is widely considered 
to be the greatest example of the genre. Here he 
tells us how it all happened 


THE MAKING OF ELITE 


David Braben details how the power of the 
BBC Micro enabled him to create his epic 
space-trading adventure 


ULTIMATE GUIDE: MEGA MAN 2 


We walk you through everything you need to know 
about Capcom’s fantastic NES game, including how 
to best Its many bosses 
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THE MAKING OF FINAL FIGHT 
Yoshiki Okamoto reveals how he made one of the 
most popular scrolling fighters of the Eighties 


THE MAKING OF 
SPEEDBALL II: BRUTAL DELUXE 
Many consider Soeeaball Ii to be the Amigass best 


sports game. Sensible Software's Jon Hare shows 
us how itcame to be 


THE MAKING OF THE SECRET 
OF MONKEY ISLAND 


Cocreator, Ron Gilbert reveals how his team at 
LucasArts crafted its excellent point-and-click 
eligeltere lea gelgs 


THE BIG FEATURE: 
STREET FIGHTER II 


Discover why Capcom's one-on-one fighter has 
beaten off all newcomers to stand as tne definitive 
Welaliiate he lags 


THE MAKING OF SONIC 


THE HEDGEHOG 

Sonic Teams Yuji Naka explains how Super Mario 
Bros influenced him to make his sensational 
Mega Drive hit 


THE MAKING OF SUPER 
CASTLEVANIA IV 


Director Masahiro Ueno divulges how he looked 
to the original NES Castlevania in order to create 
his epic sequel 


THE MAKING OF 
STREETS OF RAGE 


We take a look at how Sega aimed to take on 
Capcom Final Fight with its very own stylish 
Wiser PB) a\icuse ge)llisle nie iaicig 
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THE MAKING OF THE LEGEND 
OF ZELDA: A LINK TO THE PAST 


Takashi Tezuka and Kensuke Tanabe reveal now 
they pushed boundaries to create their stunning 


SNES adventure 


THE MAKING OF | 
SENSIBLE SOCCER 

Lear how Sensible Software created its 
miniature-sized take on the beautifulgame for the 
16-bit systems 


ULTIMATE GUIDE: DOOM 


Everything you need to know about id Software's 
stunning first-person shooter, including its best 
home conversions 


THE MAKING OF 
COMMAND & CONQUER 


Louis Castle discusses the intricacies of making a 
realtime strategy game for home computers 


ULTIMATE GUIDE: 
SUPER MARIO 64 


Wrelalekcnilecia ie) vere B ie f-ltrelgani-lmemr-lee(senersiaalas 
as we knew it forever. Now learn the intricacies of 
Nintendos masterpiece with this guide 
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100 GAMES TO PLAY BEFORE YOU DIE 


You're only on this planet for a 
short time, so you need to cram 
In aS many games as possible. 
Our reader vote reveals the many 
classics that you really must play 


| veryone loves a good list and Retro Gamer readers are 
no exception. All the way back in issue 150 we asked 
_ readers what the greatest games of all time were and 
! | we were amazed at the feedback. Of course, readers 
who have been with Retro Gamer since Its inception will realise that 
a similar list first appeared in issue 8 — many, many Issues ago now. 
Over 15 years have flown by since then, which Is an insane amount of 
time in videogames. VVhen your original list appeared, the Xbox, PS2 
and GameCube were all current-generation systems, now they're two 
generations old, with many readers considering them to be retro too. 
We had thousands of votes from readers, covering all sorts of 
games, from Pong to newer releases like Grand Theft Auto Vand Dark 
Souls, and we decided to create the ultimate 
» list and we're now enhancing it for this 
brand new book. The original list in 2004 
had readers voting for over 700 individual 
games across over 30 different formats. 
This time around that impressive record 
| was smashed with over 1,400 games 
| being voted for. Keeping with the stats, 
' 61 games from the original list remain 
too, so we've shown you their previous 
positions so you can see how far they've 
Tina Na aaa all climbed and dropped over the years. And 
4 tf f-e 8 Ww cS | remember, this is your list, made possible 
a a ee = 
gaa by your many, votes. You've only 
got a short time on this planet, so 
if you're going to only be able to 
play a certain amount of games 
then please make sure you play 
these first. 


‘ ~ 
/ (e these classics 
Michael milir) 
list? Read the 
feature in order 
icomilalemelins 
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THE GOLD STANDARD 
INPOKEMON 
} Pokemon Gold & Silver w, , 


= Year: 1999 = Platform: GBC 
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Whether you love or hate the innumerable console and handheld titles, cartoon 
and movie spin-offs or cuddly plush toys, there's no denying that Nintendo's 
Pokémon phenomenon has a significant place in videogaming history. Starting with — 
Pocket Monsters Red & Green for the original Game Boy in 1996, the series has 
captured the imaginations of generations of gamers with Its mix of role-playing, 
monster-hunting, training, battling and trading. VVith the second generation of 
Pokémon titles, Gold And Silver released for the Game Boy in 1999, fans were 
able to get their hands on a new range of one hundred monsters, bringing the 
number of trainable Pokémon to over 250. Gold And Silver took place in a new 
location called Johto with players tasked with battling to become the region's new 
Pokémon Master. New features included a real-time day and night system, with 


some monsters only appearing at certain times, two new Pokemon types (Dark [= U ic i he fo JA RV | S 
and Steel) and a much improved interface and inventory system. Another new , 

mechanic was the ability to breed Pokemon trom eggs, with the offspring inheriting 

qualities and battle techniques from Its parents. Pokemon Gold And Silver were the ¢ ETS N O STA LG | C 
games that began the transformation of the series into a multibillion dollar franchise 


for Nintendo, one that continues to this day. Defen de lr 


a 
es none 
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= Year: 1981 = Platform: Arcade 
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With Defender | wanted to do a game that broke 
new ground, to create the ultimate experience 
| craved as a gamer. The expanded universe of 
multiple scrolling screens provided both depth of 
gameplay, plus it was a real adrenaline rush to fly 
around the planet at insane speeds, rescuing and 
protecting the astronauts on the ground from the 
enemy assault. The elements of trajectory and 
collision, life and death, are very basic, challenging player's instincts In 
an intuitive way. A key element of the design, in addition to the violence, 
explosions, and killer graphics, was presenting the player with multiple 
goals and threats at all times. So not only do you have to engage 
_ the twitch centres of your brain but also a higher level of decision- 
mi making. This created the Total Brain Rush (TBR) that players craved! 
fea | remember when we launched the game people didn't know 
what to make of it because it had so many buttons. But | think 
that's what added to its long term appeal... In the hands of a 
Defender virtuoso the game can be amazing to experience. In the 
| hands of a novice It is a nightmare of complexity! 
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4 ' § 
Year: >On Fant sy lk : 
Seltelecelimellccicien eater me Oa 
term FF fans with this [ —— | 
ExiaelVidarenelantal-a stelni:y ee a me 
feltrerclcellaremeat-Mib}iblat yee Sa Nia &* 
roymV///i-lale Maci"Zciatiale meek) ——————— 
medieval setting harking back to its much- 
fo\¥{-1e Melt-}-s>] (eee) am cal= Mh] pic=iale(emere)atcie)(-t-s WA ied BY | U pl B [= RS 
m Year: | aR Platform: SNES ere = Year: 2004 = Platform: PC 
pega hee ee , . | ) bie me 6 4G 0 eR LS Eb A as FI a ee NS WR TS SO ee ce Fe 
entries in Konami's 1 | Ni 1 It might not have been the first MMO, but it is arguably the most influential, leaving behind a legacy that has been 
vampire-slaying franchise, ~ 1 “ , copied by virtually everything in its wake. You'll never forget your first trip to Azeroth and one visit is never enough. 
Castlevania IVwas an Bie h ss acene a ; 
sees Reo oeesos athe igs es ges 8 World Of Warcraft was the # The realm of Azeroth in which B Eight expansions ee | 
SNES with its epic whip-flailing tents aise fourth released game set in the the game Is set iS approximately been released for the game to 
boss fights, fiendish level design ee cieea fantasy VVarcraft universe. 80 Square miles, about four times date, and we're sure they will 
Boi cures ain rokyel ot eiper | - | the size of Manhattan Island. keep on coming. 
reelaeariaIv § |t is officially the highest 
grossing videogame of all time, @ [The Hunter and Death Knight are @ One of the rarest mounts in 
nN d W making in excess of ten billion US the most commonly used character the game is the Heavenly Onyx 
OVaNce ars dollars by July 2012. classes in the game, both netting Cloud Serpent, with a drop 


= Year: 2001 ® Platform: GBA around 11 per cent of users. chance of just 0.03 per cent. 
The perfect pocket-sized iti Developer Blizzara Entertainment = | 
strategy game, Advance still earns roughly one billion US #@ [he most popular profession in @ \Vith over 100,000 pages, 
bere ger erent rar dollars yearly with the game. Azeroth Is mining, with 35.8 per WOW/Wiki is the largest 

cent of players choosing community-run website of any 
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elaemsvale\iisiem ele) itjals) es) Cy ; | 
that it wasn’t just Japanese gamers that copies of the game have been sold wealth underground. 
since its launch in 2004. 


loved turn-based tactics. ; | 
# One in every five Vorld Of 


: : @ |n January 2014 Blizzard Vvarcratt players is female. 
PAN =)" Kid d in announced that over 100 million 
user accounts had been generated @ According to Blizzard's Frank 


M goles Wo r in the game's lifetime. Pearce the game Is constructed 
Year: 1986 ® Platform: Master System from 5.5 million lines of code. 


siz (e)ac ele) al (ome (e)'7-18) (= 
monkey-boy Alex Kidd 
was Sega's unofficial : 
mascot, and in many ways Baae> 
sleRerellelUimielme)r-inielaan) eeeee a 
game debutisanevenmoreimpressive 
achievement than Super Mario Bros.. 


@ Roughly 48 per cent of the 

game's subscriber-base is in Asia. ® |n 2009 the game already 

The second biggest player base is contained 70,000 spells and nearly 
the USA with around 22 per cent. 40,000 non-player characters. 


ay 





| 


(ae 
Year: 2001 = Platform: PS2 


| 





AW arleiaitiave mclacemcielelecianl=ihvacjaval cian ele redone 
platform adventure, [co remains one of 

nism aales-j@eceralihcm- [elem celllealialemr-laltctsy's 
game experiences of the past few decades, 
Tavaler=jareiare meal-melctile)ame)m@aciec]a)meit-l-tecm Le 
Dark Souls. 
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eoteets Of Rage ccm HOW SEGA MADE ITS 
Niccdisnicaa a. eee ing... ICONIC SHOOTER 


: ; P << for our full makin 
not have had Final Fight -\ ~~~ 9 





son, i | of Mega Drive 
Sega’sunashamedclone |. ——_..._ OFR : | 
oie eee oo = Year: 2001 ® Platform: Dreamcast 
thanka to rant cananiny angen ie me tel Pare ee ee eee eee eee eee eee eee ee eee eee 
elaateralale mele laleligslel.e How did you decide on Rez’'s The wireframe look was born! We 
abstract wireframe look? lat-emel-i-Jamialgelele|amant-lanmaat-)(e)m (ele) 4 
Quake Jake Kazdal: | was out clubbing changes, so | wasn’t sure this one was 
i in Tokyo and on the wall a VJ was fefe}jalemcensit(e emsiital-iemele)Mtal-mect-1a0 
: Year > 1996 : Platform: PC Ma eerae =" ' e)E-WAlaleme)al-Me)maal-m-t-|ahVaAalar-lag) ©) e[U lel 4\vmcole).@- Mil dialemcenie 


Doom was a tough act to 
follow, but id Software 
aat-larcle[-1e Mim@e)aeg-r-le) ale 

a full-3D first-person 
shooter that became a 


plug-ins, with the wireframe mesh 

‘ol=1/alemelisjce) acco me) mtal-manleliem-lale 

pulsing different shapes and colours. 

| was awestruck, so | took video of it these designed? 

with my friend's camera, andshowed Osamu Kodera: The boss encounters 





fer-fellaremiie|aime)maat-melal lias Letom bejale) merci lanleret- lam (are) atal= Wiis} asMUe(sMastciUlime)m-Ree)|[-lelele-lile)ane)i 

ele litlelt-\ ac mcie-lal oe 1 O Re) mOkmai-lar-lislan-jniemeleimialcin the boss artist and myself. First he 
alct-(eRe)melolet- Bate 4B) m-lalem\'/ir4ele le leia) ce NiVolel(oMelgst-)tst-Bst/an)e)iceoice)avseler-]10p 
san the next Monday, and it stuck. sort of like a four-frame comic strip. 


The Legend 
Of Zelda 
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out by offering players an iggy ere 
absorbing quest across =e SFI Sai. 
a wide-open map. Plus, | | 
VViplemerele|(eMrelge|-)men(-me)ae 
revisited musical accompaniment? 





Final Fight oskos 


Vear: 1989 Platform: A 90 where we talk 


eda Nick Gis Ae Me NEL Oe ELS ROR ATS 6 to director, Yoshiki , 4 ae 
WileMmtleleclaecne Slice liec\emmiciai Okamoto about : 
he? Most mayors start a 
scheme to combat crime 
—Capcom’s favourite 
politician walks down the 
iigeisia oll larelaiiate melsiaaliarelts 
right in the face. 


Grand Theft : eee 
| YOUR GUIDE TO 
Aurea? §«=—Ss« REZ’S LAST AREA 








WMalmilat- Rene Weymiccue|-1n1-1e)tle)amrele)< 
the series to the early-Nineties LA, : @ The level : | | 
Elgvem-le(e(-ie Maal-reat-laliemisr-l@-l|lenycre starts off even ae “ul eS move through 
protagonist CJ to improve his fitness, f less structured than ¥ Put is each area, Katsumi 
appearance and more. 3 most, and unusually has "Attacks come Yokota’s poem about 
a light background — this far faster and more evolution fills you in on 
is clearly something | ferociously than in the theme of the 


different. other stages, including . stage. 
an assault from this | 


m As you 





gigantic... well, 





thing. 





A great prosperity came. as life 
ronguered even-the Aighest mountains. 
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BAulhaltand Tutecsechian 








The artist and myself would then 
discuss the details and workflow. I'd 
ipl=]ameigsr-](cB- Mele (e|ame)ge)(e)ayse\-mr-lale nl 
imst-t-]ea(semcoR ela ali -Memeelaliale(-molels 
progress, but if it didn’t work, we'd 
(elon oy-[e) @coe-i(-)oke)al-mm Malm elie (elcicis 
challenge was to Incorporate and 
condense a variety of ideas into a 
jale]g@l olelsicm er-lad(sM=>.40l-ieicialecmyall me) i 
the bosses were reconstructed at 
least three times. 


Katsumi Yokota: Area 5 differs from 
the other stages as It has a message 
Tatexe) sele)e- lise mlalcemtat-melss-jle/amm mele) <iale 
back now, |am a little embarrassed 
by the text that appears every time 
there is an area change. This was 

if] <1 iee)aan- Bie lam@e)molel-iaamial-| a Biise)e> 


@ You 
follow humanity 
into space, taking on 
what appears to be an 
abstract phoenix of 
some sort. 


about the evolution of life. The 
backgrounds in each area were 
designed based on this text. | wrote 
delim) 4m-t-Male)pat-le(-Mcomta(-e)iaiane)/ 
life, the repeated process of mass 
=>-4 i aleit(@)alcpe-i ale meals melal=ialelialemeiat-lia 
OV MLicmi ats] Megst=|(stoe-e loam sli coms [ale 
Wive)are(sl mie] milisiie)saatse 


Tetsuya Mizuguchi: Creatively 
speaking | was very happy, but 
from a business point of view | felt 
a little bit sad. | didn't expect too 
galeccam-im@tal-milaal-mmeleim@aat-la\ael-1e)e)(> 
expected much bigger sales, like 
aatcla.cciilalem elste)e)(oe-lalem ol0lylaletsts 
people. My feeling is that the 
reaction to Rez is bigger now than 
auectowml Maa matcle)e\var-lace Roll lselaiiciem tare] t 
fel=1e)e)(-mevelaltiale(-mcomt-||.@-lelelUlm@nl-74 


@ Theresa 
boss rush which 
unnervingly questions 


your purpose in continuing, 


before the final boss — 
which we won't spoil 
| for you. 


ges 


HOW CAPCOM 


PERFECTED 
A CLASSIC 
83 Resident Evil 


—_——- | ee lee? a J * — 
“are Ne > &_aty 
Pie | sar} Ne a 3 4 , 
ae et » pele 1 rhe ee OE YT 


ear 















=P Ter oon? If Rae iat \ : 
Se 
7 Letse~ 2 Lees et eS 


100 GAMES TO PLAY BEFORE YOU DIE 


A A ST oe 


- ¢& ££ ££ & & F&F ££ FP FF PF Ft PF Pe OF hUhhUrhhUr hUCUrhhUr hUrOCUmUr Ur a a ea ea ea aa ea ea ae aa ek ea a ea ea ea aa ea ea ek eee a ea ee eee ae 








g it extensively redesigned puzzles and a new mansion layout means that your 


experience of the original game won't help you. 


gw [he new re-reanimated Crimson Head Zombies provide a nasty surprise for all 


players, and fundamentally alter your approach to enemies. 












mg New defensive items give you more combat options when you're in a bind, and 


provide some uniquely gory enemy deaths. 


gw |he indestructible test subject Lisa Trevor gave the game a brand new impact 


moment to close out the first disc. 


g Fully redrawn visuals made the game look phenomenal in 2002, and held up 


superbly well in the 2015 HD re-release. 


THE PERFECT GAME? 


82 Super Mario Galaxy 2 


= Year: 2010 @Platform: Wil 


*- * &@ &*# &# © & #£ &© & © @ & # &© © &© # & & &# £ # # # ee ee Fe hhUhhDhUhMhUhhUhhDhUhhUhhUhhUhhUrhUrhhUhrhUrhUrhUhhUrhhUrhhUrhhUrhhUrhUrhhUrhUm 


Nintendo's sequel did that rare thing — It improved on its predecessor in every 


possible way. SIG 2 remains a stunning platformer that we never tire of. 


The score we gave it in issue 79 
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E cew developers understand the importance of a strong opening 


® stunning set-piece that sees an injured Drake painstakingly climb 
5 Zs} Cangling train carriages, before starting the game proper Via a 











ING THE EXCITEMENT OF 
BRINGINEMA TO YOUR CONSOLE 


Uncharted ?. = Year: 2009 * Platform: PS3 
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quite like Naughty Dog clearly did in creating Unchartea 2's 
prologue. Non-linear narrative allowed the team to open with the 


flashback that puts everything in perspective. While the original 
release stands up primarily as a solid proof-of-concept, the sequel 
remains one of the greatest action games ever made and rt S_ 
telling of its quality that even Tomb Raider—a franchise which itselt 
helped shape the likes of Uncharted -— finds itself referring back to 
this gaming touchstone. Set-pieces are on point (the supernatural 
guff that kicks in later perhaps notwithstanding), platforming and 
gunplay are more than tight enough to carry the game but It sthe 
cinematic nature of Uncharted 2 that scores Ita place in the history 
books, blurring the lines between Hollywood and Silicon Valley 

in an action gaming experience that Is arguably still to be 

matched in terms of impact. 
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76 Final 
Fantasy 


atform: PS2 
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SEGA'S MASCOT 
SEES RED 
Sonic 3 & Knuckles 


Year: 19948 Platform: Mega Drive 


[t's no surprise to see make Sonic & Knuckles make the list here in some 
form — with its plug-through cartridge allowing for previous games to be 
modified as well as the main adventure as well, it's effectively four games in 
one. VVell, assuming you count the ability to play the bonus stage by using 

a cart other than Sonic 2 or Sonic 3 as a separate game, anyway. With the 
main Sonic & Knuckles game showing a shift towards the slower pace and 
exploration focus that later games like Sonic CD would take further still, 

it's also no surprise that most votes for this came for Sonic 3 & Knuckles 
—both Sonic 2 and Sonic 3 had a noticeably taster pace and better flow 

to stages, plus the ability to glide and climb as Knuckles gives players the 
option for additional freedom and exploration as well. It's the best of both 
worlds, really. Even though Sonic & Knuckles itself may have been a more 
richly detailed game visually, going back to the older games via Its novel 
plug-through option never felt like a step back and even today, those older 
games retain the same character and charm thanks largely to the excellent 
(if decidedly Nineties) art style. 


# Year: 2001 = 


w It was the first FF to be fully voiced... if 
perhaps not all that well. 





= The Sphere Grid offered unparalleled 
customisation of your chosen party. 


© Shifting to full-3D environments gave a 
real sense of exploration and discovery. 


© Blitzball remains one of the single 
greatest mini-games of all time. 


® The laughing scene is supposed to 
be awful. It's all about Tidus and Yuna’s 
awkwardness, after all. 


® Seymour's hair is as inexplicable today 
as it was at launch. It looks like antlers 
but apparently, it isn't. 


® Otherworld actually evolved into a 
great piece of music when recorded by 
Uematsu's band, The Black Mages. 


® Speaking of which, FFX is the last 
mainline game where Uematsu was the 
primary tunesmith. 


™ Post-game secrets like the Dark Aeons 
afforded the game even more longevity. 


m® Making Kimahri such as waste of 
space made it much easier to decide on 
a solid party. 
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MARK PACINI AND KENSUKE TANABE 
DISCUSS THE CREATION OF RETRO STUDIOS’ 





mI MCAN | 80) 5) SCAN | 


Wfeliae)ie maalaals = Year: 2002 ® Platform: GameCube 


sft @e ee eet ama eee 


F 


“—af.itrautataoe <; iF J 

aI Venrtiirea osama 

CLR oe Vit: 
“] 


MP: When Metroid Prime was 
released, no one else was 
‘ere]alersialegs|eiale me)ameaisu).4e)(ele-ielelan-lare 
platforming elements in a first-person 
game. We were dubbed as an FPA 
(first-person adventure), which to 

us meant that the core gameplay 

Nir omaleler-]elele)m-jalele)iialem=ialsiaal (ot 
olUl@e-lial-lmlal-Mlaalaniclecjaion=).4 01-1 slo) ales 
fo) el=}ialemeyt-lanllioe-lalem=)4e)lelalale meats 
lad eel alaalejal MM AUcRulclac-|0)(omee) 
ollaiciasialdtclechelelmert-lani-me) mreleeliiare mela 
those aspects, and | think people felt it 
to be unique. 


involved with Metroid Prime? 

MP: Mr Miyamoto came to us with 
ligvomle(stoevm e)te\Ydlale mW i//clene)enelelaal= 
from the first-person perspective. 

He felt that the best way to play a 3D 
ef laatemuiialslacmtalemevatclec(eats) marclem-mel0ln 
was from afirst-person viewpoint. 

At first, we were not seeing his vision 
and we knew the fans would have the 
Same initial reaction. However, as we 
started down this path, many unique 
ele lpal=)e)f-\ae)e) ele) acelania(-:-mer-laal-mcenilelait 
and we began to get very excited 
about the possibilities. lf we were 
excited, Metroid fans probably 

would be as well. 


= Ct] _ # sy 
Lilie BAe Ls re eee es eee 
aeons OL ee Li fh | | Tost oer aed he 

me ebGak Vie ce Pe PP ee Ce da 
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Witeemn @]U lm narcliamlars)e)ieclecelami-lomelelele)s 
Metroid. That's all you need. We also 
tried to preserve the essence of the 
Metroid experience in its move to 3D. 
j}mexe]0](olama (Uta el-e- Bo] DRel-leal--at-laglale 
Samus. It had to be Metroid. That was 
'e}ge)ey-10)\mtalemaalel-jmeliiieeliae)-|aqe)mial= 
whole development process. 
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Metroid Prime, we asked Retro 
Studios to incorporate a visor system 
Talcomigt-Mef-|pal-mlame)cel-imtemenr-| (cult 
oi(=vela \Vmalc\ vee plemelisiciacialitcie-ie mice) an 
first-person shooter games. We 

set up the ‘Scan Visor’, which was 

a visor that the player used to scan 
al=le1-s-s-1-|a’Alalieleeat-)i(elame-l-melal-ne)i 
plural visors, we thought this feature 
would help users who wanted to 
know more information about the 
setting by actively utilising, for 
example, a Pirate Log. 

\"/l Oram I al-maat-llame-1-l-10) ance) m-ver-lalaliare 
NiVchom CoMelhYicMagle)eomaalelihy/-1i(e]amce) mals 
relt-\'A=) mol (ele) @-lce]6lalem-|alens?.40)(e)aomial= 
=la\Vdieelalantsialem ial icvemalciielcieMe-lanliare 
the player to use their different visors 
throughout the game. As the series 
aFelomeve)aleiale(sre ma dal-B-ier-|alaliale mist [el ge: 


: 
ae 


» [Gametab | Sofie er enemies had obvious wow 
| spots, ot nets You ‘ Hhave to scan to find ou 


- (6The player was able to 
play the entire game without 
a break in the action 7 7 


Mark Pacini 





has played less of a 
role, but we still find 
itis very useful in 
terms of giving the 
e)teW ici allalece-lare 
Taicelanar-itlelar 


MIP: Probably the feature that really 
helped immerse the player was the 
absence of loading screens. The 
player was able to play the entire 
game without a break in the action. 


, 


KT: These phone uch games that a 
e)fc\aclmers|amevelan|e)i-i(-m eva lel-ja)el-1aeiiare 
l/antomelrealacemiunealeleimelcislel\meaiialdiare 
gat-\atcialemcon el-R'i=](ee)aal-1emaale) ace 
From that perspective, Metroid 
Prime can be seen as a very tough 
game. However, Nintendo's game 
philosophy is that we hope users feel 
accomplishment and are impressed 
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We also want players to feel their 
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METROID 
matin = 


UY oO eB 

The move to 3D 
was just as assured 
as Nintendo's earlier 
franchises jumping to 
3D on the Néd. 


SCANNING 


Scanning pretty 
much everything 
proved to be aclever 
way of delving into 
Prime's backstory. 


ENVIRONMENT 
EFFECTS 

Steam, lightning 
strikes and other 
elements all display on 
Samus visor. 


MAP 


The map for Metroid 
Prime was not only 
unique to the series, but 
was also a joy to use 
and incredibly helpful. 


BOSSES 


While some of the 
bosses are alittle 
familiar, they're still 
immensely challenging 
to battle against. 
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The Elder | Red Dead Secret 
Scrolls IV: Oblivion Mario Kart64 Redemption Oa Elare 












Year: 2006 = Platform: Various Year: 1996 = Platform: N64 sear 2010 Briatore Various | Year: I77seMatonmr SNES. 
b (olUmole)amaa-t-||\-1omale\i"aeit-[0}-1ce) 0)ale)e) (6 The second game in the series saw Essentially it's just G/A on a horse, Square's Mana series came of age on 
iatsKe)elsialialene)m Oe) ZlesenMelalilmysele it move into party territory, due to ‘olU pa (ele) @ elspa ialetsices)laalitelsidisceelale| daleire)h\ | =teya ole licellare me) elelament=MeT-lanl= 
Jt] @olUim[aicem-|ame)el-1ami(e(-lgatct-t-) the open tracks and the introduction you'll find RDA to be an assured Boy adventure games to deliver a 
dats) Mom (Oli meym elelsssile)iiiiisieelalems>.celiiare eo) Mdaleeo ella acialcl/ MA AUAlicmiG@cmale)melels ‘ejelsamu'ce)alemetclaal-MmRal-Boicela’a-lale dae Nvae ale) eliaremelenicvalcelasmmA'uall(cmanl=s 
quests. It’s a living, breathing personal favourite Mario Kart game, (elat-le-leitclace-|a-8- Reel m@-]9le)'/-Bial-)| mene combat Is simple, the unique NPCS, 
ViVcola(@Miat-1M[0t-)m@ el-1et-M (em el-N-).40)(e)as10p dalelacmom aleme(-lanvdlare mtatcl@enioel-lae[s counterparts and it’s supported assisting characters and fantastical 
while the plot . oa elelaniel=ime)mtr-le1.¢- ou py cows by Undead setting keeps your yy A Ret 
itself is a huge | vy and fantastic v s Nightmare, one Se attention. Little ie De, i, Spt 
improvement over a? multiplayer of the best pieces a a Vo) a(0 (=) mimare\ ny ihe sees, 
the earlier games ive constantly kept ofDLCinrecent 4." — © fetches insane 
in the series. ae i We]Ume)r-\alale p memory. . - ar prices on eBay. 


WHY THIS ZELDA 
IS DIFFERENT 
TOTHEREST | jo S06) 
69 The Legend Of Zelda: i 


Majora's Mask CAPCOM'S MEGA SEQUEL 


= Year: 2000 = Platform: N64 
sersinbae dueacias gheeten asa oie 9 cameoeceutecaa-lekaramaentans Maeno : fy b8 Mi eg a Mi an ? 


Three days... ip — 
pee aye - i = Year: 1988 = Platform: NES site 
Having to complete the game in just | page 84 for our 


three days was radically different to past | ultimate guide to 
Zelda games and divides fans to this day. ‘ lf ever one Mega Man was going to make your list it was going to Capcom's Mega 

ae be Capcom's sequel to the original. It not only massively improves Man 2 
Masks | S oes on the numerous imbalances found in the first game, but sets the 
There are 24 different masks, which Y | PEER, template for many later Mega Man games, too. It's still a painfully 
give Link a range of unique abilities , ) \pe3 tough game in places, but the level design feels far tighter and fairer 
that include getting animals to follow : iS —— | than the original Mega Man. It dumps the score system of the 
him and attracting stray fairies. : | original game, gives you eight and not six bosses to fight (a trope that 

would remain for later games) and adds a useful password system. 

Darkness [ It's the best-selling game in the series and for good reason. 
Its alternate universe allowed 
Nintendo to make a game that : 4) mld i" 12872 = 4 
was much darker in tone to NA 10'28'78 freee 10 As << 
previous games. | S : = ae =e ae 
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Expansion Pak 

The N64 expansion pack was 

critical, allowing Nintendo to improve 
the game's aesthetics, draw distance 
and add more in-game characters 


Complex narrative : GAM = OVE R. YEAI H! I 
Majora's Mask features an interesting, | 67 S R tl Ch hi 
engaging story that revolves around time = ‘be a Y am pO! ONS Ip 
travel. As a result it's far more structured | = Year: 1994 Platform: Arcade 
than earlier games. | ee ee ee 5 

Sega Rally can be beaten in full, with all the 

secrets seen, in less than five minutes. However, 1 Namco 

the three (or four) tracks you'll play in that brief 

time are so well-designed that every turn 

becomes seared into your memory, as you Tight 1Sumo 

the terrain to achieve the fastest possible time. Digital 

You'll expect to play for five minutes and end up 

playing for years. 3 Nintende 


YOUR FAVOURITE 
DRIVING GAMES, 
BY DEVELOPER 
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All of Graftgold's Rainbow Islands | How challenging was it to recreate the power of 


ports were impressive. Which is elarr-le(cMer-lan-tMelim-w-litem@isbielimmelaglelFit-e-¥g 


oo Se a ee 


ze } tol 








What are your thou 
e layer of é yixel bac ir play mechanics? 


ghts on Rainbow Island's 








Why do you think Rainbow Island. 
popular with gamers? 


5 proved to be so 
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65 UFO: Enemy Unknown 


= Year: 1994 "Platform: PC 
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PLATFORM HEAVEN 


64 Banjo-Kazoole 


= Year: 1998 = Platform: N64 
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The isometric viewpoint of UFO; Enemy 
Unknown should make you feel less 
connected to your troops. Well, it doesn't 


Were not surprised to see Banjo chart so high. 
Alongside Super Mario 64, it rates as not only 
one of the best platformers upon the system, but 
~ we're still torn up whenever we lose a also the genre too. Rare created an imaginative, 
veteran to a tactical slip-up and a lucky ei ae wonderous world and tied It to two ridiculously 
alien shot. Turn-based strategy is rarely im eee A lovable characters. Little wonder there's so much 
better than this. SS , interest in spiritual follow-up Yooka-Laylee. 







meoatsl 


Year: 1983 Platform: Arcad ) Year: 2007 Platform: PC 


Be Luke Skywalker? Are you up to the HOHE __GEDERS ROVISORS Woe) 2 01V 1. OF ee nae ee 

Check. Use the power of ‘elats|i(=18(¢(-melmeleliieliare : vial =: first-person puzzle game 

the force? Sure, you got it. ETaMsian elia-aeleceemuvalies a ae “oo ae fol aFeli (ciate [somvzelem com talial.4 

Blow up the Death Star? here the sun never sets? ee | in full 3D, thanks to its 

But of course! Atari's ae ? Sid Meier's turn-based ‘ ee a = “ Talarey’cchehvicm aaleliica eli geles-i— 

fol Fetstsy(omtzs101 00) mere] iatze]® e °° ~ strategy game was eens gun. With singing Als, | 

perfectly captured the as influential as it was ee companioncubes andthe | ia 

X-wing fantasies of just about every human being elallen ics |@)(oMmlarelal com com lalsmelateliiciae(-m@)mecl dialem elele promise of cake, this short adventure lingers in the 
on the planet in 1983, and it still does. empire from 4000 BC to the near future. memory for years after completion. 


PLAY’S LUKE ALBIGES PUTS 8 cu=e— 
EVERYTHING ON THE LINE 
Mass Effect 2 aes 


Year: 2010 ® Platform: Various 68 for our full 
| making of feature 
: on Paradroid 
To be honest, | think the original actually did a better job than Mass 
Effect 2in terms of lore-building... but that’s only because the second 


game barely had to worry about that side of things. BioWare did sucha { ie FLU = i CE Le 00 1 
good job of creating a sci-fi universe with the series opener that Mass | | 
Effect 2 had far more space and freedom to grow as a game, something RE PO RTI Ni (5 
it absolutely did by pushing every other aspect to new heigNts. 

59 Paradroid 


Of the three, it strikes by far the best balance between narrative and = Year: 1985 = Platform: Various 

action. The first game’s aforementioned emphasis on lore made it feel pcan Aho Rei ein dc ance we 

aalelacMlL<om-]amiaiigeleleleit(elamiat-|am-mel-laal-e-1atclmar-\ dial e)(-\\4c10mial-B-1-10 [01-1 p 

while Mass Effect 3’s action bent and ludicrous conclusion felt like a Andrew Braybrook’s stunning shoot-‘em- 

waste of all that hard work. To this day, | still can’t believe it actually gave up remains one of the best games on the 

players the option to forgo story altogether... Commodore 64. It's perfectly balanced, has 
clever, deliberate gameplay and features a host of 
different robots to attack and master. 


| 
== . a 
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= Fa Fy 


= if al 7 i 5, ghar ins 
F i ha 

Pa ™ ar £ a wn 
“, - a et : a = ees = 


AN os-10)(0it-1\\anel0 | mi-(e-u->.40)(e)e-] 0 (ela mri's-|-me)ale(-ige(-\1(-)(e]e\-1em-lalemel-iadialemimalelals 
would have required a significant redistribution of the resources Mass 
Effect 2 clearly put to better use elsewhere. | certainly didn't miss it at all. 


It’s a combination of things, really. The so-called ‘Suicide Mission’ was The number of Controlling this 
expertly set up to feel like a last resort, one final push from which some the Influence unstable droid 
ColaellbMelatatckoaciiaaalelaiaaleraccillaama-lima-ian dian ihiciaatat-laiaee)aa(-% Devices you is the ultimate 
after spending hours building relationships with those characters and control achievement 
their potential expendability becomes all the more powertul. Even when 
WOLUMNiVis]nomlamere]aldge) Pael(o\"/2]me(-i-)[e/ am (sim lialel=)ai ale micro] mcatcim@cve)palcjealiare 
could still go wrong at any turn. 
The 
The score number 
Zzap!64 awarded of ships in 
the game the game 


Its position in The speed increase 
our Top 25 C64 to Paradroid 
Games feature Competition Edition 
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Bilessialelels 


Year: 2007 = Platform: Various 


'&¢ &£@ &#@ &# &£ &£ &@ &£ & &£@ &£ & &£ &# & # & ££ t F&F PF FS Fk hShUhhUhhUDE 


This FPS featured one of 
gaming's greatest worlds 
in the underwater city 
o)mate] e)iela-r- [ale elsiclacie 
aal=1anle)e-le)(omel- lanl) e)ichs 
Colom iatclalcucem(ciasiavialem=]iem Byte rf 
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KEN SUGIMORI AND JUNICHI 
MASUDA TALK POKEMON... 
IT’S SUPER EFFECTIVE! 

58 Pokemon Red & Blue a 


= Year: 1996 = Platform: Game Boy | Which originated on the 
EVECGS EDVECERCR ODPSCERES ESTEE TEN EORECETCS EONONETES HOES CORRS weS eon Ree dangerous place to be — 


Pokémon spent quite a long time in but still play together with friends at the same Boy to make this safe places were rare Seo = 

development — why was that? time and all have fun. That was the basic idea | ist! Tale {=t-1e Mm @lual=]mel-\((-1 (0) 01-1 6-5 pak years to 

Sugimori: |t took about six years trom the | had in my mind when working on this game. for-| Cova Mel emYiiiamenlicm e)alsialelaatciatcli nlm Cr 

start of the concept to execution. Ve started You can battle together and trade with friends . 

the project right after Quinty was released and family — you could even take your game to ’ . : 

and initially, we were aiming to have about a store, find someone you never met and ask | Jet Set Wilt 

titty Pokemon. But every year, the technology them to trade Pokemon or play together. 0 kk ae Year: 1984 = Platform: Various 

improved so while it started at 50, by the end of S I a aaa 

about the fourth year we realised that we could Why do you feel that Pokémon remains so = 7’ \ It might have needed 

do about 150 Pokémon. In that sense, | successful after so many years? “ae A. Reels] e)(-elmele) <-1-8-lale 

suppose we didn't really have a set target Sugimori: At its simplest, it boils down to a Quirkafleeg to make 

number — it just depended on the technology the fact that it's easy to understand and it has hg a haricels.@elee)el-antamelel 

we had at the time. incredible diversity. The characters used today in ee datom-a8lalalialepic1e[0(-) mice 
the TV show or in the movies are based on the Bn Manic Miner is one of the most iconic 

Why include different Pokemon types? ones we create for the games and through its ea? platformers of the 8-bit era. 

Sugimori: By adding even one more type, features, Its abilities and its shape, you can quite — Pm 

it definitely makes the gameplay more easily get an idea of what kind of Pokémon it ! 

complicated. So when we did that we had to is. There's a great mix of cool and cute | BE a > OU ls 

really look into the battle balance — with new monsters, making it easy Tor Year: Cu Platform: Vanous Ses 

moves, there's an almost infinite combination. It the audience to pick their 

we can solve that problem, we can always add own favourite. 

more types — It's not impossible. 















































Dungeon Website 
Year: 1987 = Platform: Atari ST 


#6 &£ &#¢ &@ &¢ © &£ &@ & #@ &# & & & & F&F FF Fe PF FF he hhUhhUhhUrhhUlUhhlULhhULhhlULhlU Ur CU 


Real-time exploration 
laar-[e(-mtal-mee]aqiele)e 
of Dungeon Mastera 


Pokémon 










If you think that modern 
videogames are a bit soft, 
Viele mel i-mim@cony.elels-i-11mre 


, ; aa ' YF ae play Dark Souls. From 
The series’ most distinguishing feature is | _e un nS a : o- ) Software's brutal BPG is 


its emphasis on multiplayer gaming, 
which is unusual for RPGs. Why did 
you focus on this? 

Masuda: People say that when you play 
videogames, you're usually playing on 


your own, SO we wanted to create an . " Sale d OW Of 


experience where you can play the game | 4" i } slat Colossus 
‘i ‘ Year: 2005 ® Platform: PS2 


Essentially a series of battles against 

colossal bosses, this action-adventure game 
gatelialt-liatemeBo1e)(>)anlam-leaales-j@lalslacmtarclal emcee: 
barren setting and its plot. Victory has never 
been quite so bittersweet. 





a compelling experience, blending 
jigelalemel-\-y(e/emiliam-lanelale>i(-iaitlale ie 
but rewarding — difficulty curve. 






primeaPe : \ 
ero” | vicueee 
can * mea 
Moyne" : ic 
Electabu2? 
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STRONG THE FORCE isk 
WITH GREG ZESCHUK 


52 Star Wars: 


Knights Of The Old Republic 


= Year: 2003 = Platform: Xbox 


*- ££ ££ &£ &# &£ # # £# # fF Ft Fh Oo hUchhUlUhhUrhhlhUlUr lUlULr Ur Ur lr le le ea ea ea ee llr le 


How much freedom 
did you have when 
creating KOTOR? 
We had a great relationship 
with LucasArts, so that 
was the foundation of 
the freedom we had with 

Zi KOTOR. There was a lot 
of mutual trust. VWVe also decided to pursue the 
period thousands of years prior to the movies as 
the setting for the game because we knew that 
any games set around the movies had a lot more 
scrutiny. We had the choice of that period, or the 
time just after Episode V. In the development 
of the game Itself we had a lot of freedom in 
deciding what to create and how It would be 
made. We worked with the production team at 
LucasArts and ran everything past them, but we 
took the lead on the development. 


How important was it to move away from 
the earlier films? 

We wanted to be unique and special, as well as 
having good development flexibility, so it was 
very important to be separate from the movies. 
Thus the Old Republic period choice. We 
wanted to create an environment for KOTOR 
that was still reminiscent of the movies, but also 
fit well into a period thousands of years before 
them. Ship and character designs should have 
some similarity, but be clear precursors to what 
people are familiar with from the films. However 
they still had to stand alone without being just 
few tweaks on the later designs. 


Why did you slowly introduce new 
playable characters? 

We had a few common tactics that we have 
built upon over the years at BioVVare. VVe 
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learned that players didn't deal well with being 
presented with too many choices, and that 
choices in playable characters caused particular 
consternation so we preferred to slowly 
introduce characters and also give them a logical 
reason for being. We also made sure it was 
clear that each character had personal stories to 
explore so players had motivation to play them. 


What was the biggest technical 

challenge you faced? 

On the Xbox version we were extremely 
aggressive in the streaming of content in real- 
time over the disc drive. We discovered that the 
game ran smoothly on some Xbox consoles, 
and not on others. When we inquired about it 
Microsoft reluctantly admitted there were many 
different drives used in Xbox consoles along 
with different performance profiles, so it was 
clear we were pushing the data streaming past a 
safe limit. That was a harsh one to learn a couple 
months before release... It would have been nice 
if Microsoft was up-front about that variability! 


Why do you think KOTOR remains so well 
regarded by RPG fans? 

I'd say KOTOR was a hit for a variety of reasons. 
Technically it was right at the forefront of games, 
and a big advance over what we did previously 
and what other folks were doing at the time. 
The RPG systems were solid, and had a nice 
balance of customisation and flexibility. These 
elements were important, but It was the story 
and experience of being at the core of a Star 
Vvars adventure that made the game special. 
We made the player feel unique and core to the 
world, especially at the big twist, but also as 
though he or she was experiencing a Star Wars 
movie from the inside. 


to page 134 
for our making of 


Cleleleleleleley-y im 


Sensible Soccer 


Year: 1992 = Platform: Various 


If you loved football in the Nineties, you're likely to remember some very 
distinctive oddities: ludicrous banana shots, vowel-switched players like 
‘Peul Gescoigne’ and a match-up screen which mysteriously featured the 
same two players no matter which countries were playing. Yes, Sensible 
hYolees) m\\(cloe-M [1dt(=m elimele(epueleim eo) meleliiiatemercieqtal-mii2\"'/ele)|aim-|alempats| diate 
‘ele loxc}alem aale)acMialaelleny/coa | mere] ede laclemaalom alotelatcmeyaem elele) liom elaci alee rhs 
enthralled by the likes of Kick Off 2. 


feature on 
Sensible Soccer 
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Year: 1994 Platform: PC 


Doom Ilis a sequel that plays it 
igs le lalemelsiihviciaiareme)(e(e(=]a (sas) -e 
el=1a tcl mm anlelid|e)i-\i-) em anle)e-maalelarjicles 
lao] 6) 02] are) aleiie [el ance) melelele 
aalctcbcie|aoMGihVcianale\ ae [elelem Bele) eg) 
was, that’s no bad thing —- everyone 
else was still catching up, after all. 


‘ = 


i = 


mn 


J50) Sez ccce-] | Oa: 
49 Deus Ex 


Year: 2000 Platform: Various 


tae 
an a 


At the turn of the century, lon 
storm's classic was at the 
forefront of PC gaming thanks to 
elamlaveigctelle)(-ell=iaeRe)Maimem-lale 
first-person shooting gameplay. 
Two sequels have come along, but 
neither has had the lasting impact 
fo)mualsmelalellareie 


. QSeseGeE50 


rts Hace) eleige)aWAaeles 


Year: 1982 Platform: Arcade 


How many Xbox Live Arcade 
games pinched their twin-stick 
(elo) a} ace) l-miaeaaWaie)ele)igelerm@@lelice 
a few, but with good reason — 
Eugene Jarvis and Larry DeMar 
created one of the finest twitch 
shoot-‘em-up experiences 
Malelui/smcenpat-ial.diaier 
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ef JON STOODLEY THE 
PERFECT PLAYER 


LY fa ot \ On WY 8 


= Year: 1980 = Platform: Arcade 


When did Pac-Man first 

get your attention? 

| was a devoted Berzerk 

player in my local 

arcade, Las Vegas 

in Liverpool. It was 

early-1981 when it had 

a delivery whilst | was 
‘e)t- Walle Peslalemanvemalelel-Maat-(halialctmulcle- 
wheeled onto the arcade floor. They were 
twin screen Pac-Man cabs and everyone 
Kole) <-1e Mial-|aal-r4-jaal-lalemiareelellaremaal-vait 
wasn't until later on that year that | would 
accompany my brother Peter (who by then 
was a 100k player) to a game of ‘doubles’ 
and it just clicked. Within a few weeks | had 
ERipaiile [0] a-B-1e0) «oe 


What is it about Pac-Man that makes it 
such a great game? 

Without doubt its diversity. It seems to 
appeal to absolutely everyone, regardless 
of age or sex. Even if you don't particularly 
score big at Pac-Man, the game play is 
eleltgmyi=/ava-(e(e| (eth ce-[alemiel|me)meat-le-(e:]e 
He was, after all, the first real character in 
a videogame and instead of just being a 
‘ship’ in a shoot-‘em-up, you were a virtual 
Pac-Man being hunted by ghosts. | guess 
he also responsible for spawning the 
phrase, ‘I’m on my last man.’ 


Why do you think Pac-Man is so 

popular with high scorers? 

| think the ‘split-screen’ and the ‘perfect 
game’ of Pac-Man will always be a huge 
draw for high score interest. The myth 

of the split-screen and unlike more 
commonly known ‘kill screens’, Pac-Man 
allows you to play your lives out. 

Perfect Pac-Man sometimes takes in 
excess of six hours. Never losing a life, 
ale\d=) mealies ale mm e) le (ome | alel-] me) ml ele) alets 

and never making a mistake makes the 
achievement of ‘perfect Pac-Mar’ unique 
Tameitststs)(eme f= |pgliale ma i@cw-Mr-lale-l-itler-|| hast lage) (= 
game on the surface, but underneath that 
surface it’s incredibly tough with many 
EWicls-e)mer-[pal-1 8) c\VZ 


What's your favourite aspect of Pac-Man's 
game mechanics? 
Manm-laat-r4-lem-)@\ar-imial-ee(ct-]elal-le-we lem itn 
such little memory (in modern terms). 
Pac-Man has great Al and although the 

fe] aves-je-e- |e Male) mee)aale)-it-ihmeslalelelsamiamial=i is 
gale)"/=]anl=)ale-pmcal=\"me|(em-mela-t-|q(e)emmenlelele lan 
Meltc\Micsi-lal-lalemie)mial-mile-ayaen eley-|eel-e-l ale 
manipulate the ghosts to do what | want. 

A MeliaveMi-pu-\U-lamtal-Mel-t-1m e)IchY,-16-Me|-1mer-lelelalt 
(o]0) @ e)"a-|ameleer-t-) (0) ar-] m=] ale mere) an) e)(-i0-1\V7 

ig |arele)pamaate)’-)palc1a) Mui allevam-laat-74-1-maal= 
even today. Ghosts in the machine... 


Turn to 
page 50 for our 
full making 
of feature on 
Pac-Man 
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CHEESY CUTSCENES 
L6 Lem mi ale @ Were pretty confident that 
Year: 1991 Platform: Various Gapeordian't inteng tor its 
ATR a eR ial eR a eR RR ‘dramatic’ cutscenes in Resident 
Mike Dailly is over the Evilto be hilarious but that's 
i galele)amisr-im@ m-leslealiele hy what happened. It works well, 
fy Se made your list: “It’s great though, giving the series a 
me that many gamers love lovely B-Movie vibe. 


Be. Ge Lemmings. I'd love Sony 
to do more with them. Ve believe 
iat=Melgts|e-(e1(>] e-elel6|(emel-mel-1-(0 Mla manlela= 
iatsiamig(smeelegsiall 
style, they're 
full of character 
elle mslaemal els, pias: «2 


for different ermmnomesial 
=n - genres.” 


45 Speedball 2: 
‘aici HOW CAPCOM REINVENTED 
ee «6THE SURVIVAL HORROR GENRE 


mechanics of the previous game, but 43 Resident Evil = Year: 1996 Platform:PSone 


in this case It came at a high price. 
Let's bow our heads and take a brief 


aaeyantsvaia oh e-iaaleianlelcis CINEMATIC TRICKS ITEM STORAGE MULTIPLE CHARACTERS 

all the joysticks Turn to m@ Capcom made Resident Evil feel like a film @ It infuriated many, but item storage became @ Unlike early survival horror games, Resident 
that fell to The page 94 for our by borrowing all sorts of useful tropes from a crucial part of making it out of Spencer Evil gave you the choice of playing two 
Bitmap Brothers: making of feature the movies, including smart panning shots, Mansion alive. Youd need to constantly juggle characters, Jill Valentine and Chris Redfield. 
elaeisiiliaremielierar-yite on Speedball 2 seeing your character from the monster's view — resources and have a good memory to ensure Both campaigns are notably different too, 


sports game... and, of course, traditional jump scares. you always had what you needed. meaning plenty of replay value. 


SO CCER ak a: iis COMBAT KNIFE 


| am delighted to see 
SWOS placed so highly, 


==) | IT’SALL ABOUT 

great games have been 

made over the years. My | 

== intention with SWOS TH F G RAVITY 
m= Wasto make a kind of computerised 


version of Subbuteo with the whole a 
ViVie)a(eme)miele)tes-lim-)m\.e10) milale|-1a8| o- 42 Su Uper Ma rlo Ga laxy 





and always someone there to play ier 2007 ® Platform: Wil 

Ne alanm cele paialomece]galellccimimarert 

your friends. The fact that it was Nintendo is amazing at making things feel new. 
arclele[0ie-|(clem e\"are)t-la)ce)gem Olal\ici eo av : When Mano first ran through World 1-1 of Super 

= EMOlN-RO)Mial=Miclamaalei@lalsiel-iandte| Mario Bros. tt was fresh and exciting. Nintendo 
games of all time is my greatest achieved the same effect when you Tirst saw Mario 
eleal(caviclaalsia] @ceme(-l¢ce=| elem ial-)@e]-10) 8) (= appear in Super Mario 64 and it pulled off the same 
still love and play SWOS today, over trick yet again with Super Mario Galaxy. The first 


20 years later, is amazing. time you run around a planet and start leaping around 
: | while you're upside down is the moment you realise 
el Thige: that Mario is the master of the platform genre. It's no 
surprise that so many of his games have gone on to 
appear in your final list. 













— 


TE-VAVIN EW CUM RON KOlz = VNIN (CHO) \1=4 0) 
THE ARCADE’S MOST ICONIC SHOOTERS 





io = Year: 1987 = ‘Platform: Arcade 


How d id i R-Tvpe's 
stinctive design 

orl Te inat te? 

ANcmesleleleini@iauelelie 

elem are [eemcem lay) <ok-| 

big scale atmosphere 

with a biological 

expression. This is why we settled on 

the biomechanical design. | also think 

‘oVmlanye)rclaldiare mantslhallialcs-miaicomibvalare 

sdnyiale sem alemetelaalem elsiers|aat=Mlalcsiactcitlalep 





Where did the inspiration for the 

be osses come from? 
AViltamacier-|cemcomial-Bel-t-1[¢/ane) i 

Do) 0) <-1g-]ce) opm eniome)alellar-]/manlele (sim yicls 
actually one that our lead designer 
had since joining Irem, and was 
used without any changes. With the 
bosses we made a lot of effort to 
create unique characters — something 
that nobody had ever conceived, 
attacked or seen before. 


LAS : ~, a. #0 co — 
1 lV fit ai pa |] iC” 4AM riir ti or r nd mm me 
hi at can you TE us aDOUT The Iconic 


a = 3 a | 

ole P- ? 

Wlalit wo al Ossi 
= 


The ship was originally intended to 
‘ele maalomalar|melelctoperl Alem ulcclome (sto) (el alsie| 
as the ‘moving base’ of Bydo. We 
were keen to have players destroy the 
surface of this giant ship but at the 
same time we also wanted all players 
to enjoy this unique character, so the 
decision was made to bring it forward 
to Stage 3. | think Stage 5’s boss, 
Bellmate, is the most interesting. It 
appears with so many masses of 
cells around it, which fly toward the 


player's ship one after another, and its 


attack pattern is unique. The player 
has to charge their shot to destroy it, 
and | also like the rhythm of its attack. 


balance R-Type? 
Because the game was originally 
developed for the arcade, we 
aat-le(smanlomey-lt-[aleomelmeat-mella (ee lia 


I fe ara 








ore) arjle(sialale meatom @)f-\\c)eomecle alle dclaalevall 
a Orstsicle Re) am ale)" miei more) nals) elelehy 

ore]U] (emel-1me)an-m-jiale|(-me-ie 1M m0l0 

yen]. We also paid close attention 

Com alsmeat-]ale [stom datelmeleee| melclauuclsl a 
each stage. The colours and themes 
change rapidly rather than gradually. 


ghter’s design. 
Inthe eee we considered 
eice)ele)mint-jmerelel(emieslalciie)saamialie 
mele)aaley-im@e)f-lal-pmelelar-|-mial-mer-| pale 
developed, this idea gradually 

ol at-lale [stem ialcemealciame)ge-me-|ale| 
disappeared. At the early stage of the 
R-9's planning, we wanted the ship to 
<j alele]me] oe-|alemele)uiam-lRuyclim-lmicelale 
Com of-[eemlalier-liNAMtal-E-Jali ohecele|emtelan 
around and shoot backwards as it 
transformed into the robot, but the 
concept didn't work very well. It was 
then we realised that we could solve 
the problem using the ‘Force’. 


T =| Lait tho P_O EI: 
C| | uS aDOUT Tne A-o Fi 


What was the Force inspired by? 
The ‘Force’ was inspired by the ball- 
rolling Dung Beetle. Initially, it could 
olee-1e(e[-1emcemiatsnco)ek-|a(emelale(siael>l|\aeli 
the ship — not just back and front, but 
WiVicm cole late mag(cmere)ale-le)melisi(eelim@rone <P 
sO we removed it. We were seeing 

so many shoot-’em-ups appearing 
from other publishers, we wanted 

com lalee)geleleciice-Melavie[elsm ele) clciele 
system into our game. We spenta lot 
o)mUlantemaciilaliaremtalees) eleeiilercleeacneyi 
daleeojallek-laemialom (ele) ae) meaiceslal-)aalist= 
el adatom elle] ialalialeme)miaiomel-lanioe 

Why do you think A-Type remains 

so popular? 

some of the functions must've felt 
fresh. The control over the ‘Force’ 
nalie [pia (ele). ae lines |imelelaimel-1ne) gator 
TaltciactoJtl ale me)ale mele me [1m 011-10 (e) 
Ursialemiem\ dte\ "elemento mab lameym(=l-lgallalemials 
ice) gaat-\¢(e)ame) mtal-e-1ae-le1 <-ymtal-Mer-|aal-e- 
setting, creature designs, and so on 
helped. | think the reason why this 
game is appealing is because its 

UT alleleloialssiomale\"ic) me [-1 ee) (ep 
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HOW TO DEMOLISH 
R-TYPE S FIRST BOSS 


] Ignore the eyes, as Z Focus all your firepower 3 Detatch the ‘Force’ so it 
they are nothing but 
a cheap distraction. 


rests in the stomach for 
maximum damage. 


on the stomach and 
watch out for the small alien. 


3 =f 





AG fk aa 
If you ale too aa it'll 5 Sigh with 
move towards you. relief. 
Resist the urge to panic and 

concentrate on that head. 
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THE HARD 
FACTS OF 
(HALF)LIFE 


Half-Life 


Year: 1998 = Platform: PC 





“0 
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@ Its opening intro of Gordon heading to work has 
been copied by countless other games. 
Takashi Tezuka: 
@ It's one of the first first-person shooters to tell its 
Takashi Tezuka: | story through scripted sequences. 


@ Unlike other examples of the genre it throws ina 
surprising amount of puzzles for Gordon to tackle. 





@ Characters will continually help Gordon on his 
quest, adding to Half-Life's atmospheric world. 


Shigeru Miyamoto: @ While Gordon can utilise numerous weapons, 


his reliance on a humble crowbar separates 
Half-Life from its peers. 


SHOOT 
THE CORE 


Cio M folaalematelie(cia 
= Year: 1996 @ Platform: Various 
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Everything seemed aligned for 
Liatc Me) aiane)m @-]¢-BOige)sems] DRel-laallare 
ViVectowelams>.cobdjaremalsiimaatsiellelaamearelt 
developers were experimenting 
with, while media from all corners 
ifelelel\-lemelamle)ee/enat-](e/-1m@-m(-1-lellale 
Felon AM AY ali (smOxe]a-mDI-1-(e lam iomalemlejale(-15 
with us, the legacy it left with Tomb 
Raider is unquestionable. Lara's first 
eleh{cia)eulgoMale)melal\malsiiel-1eMeste(-1il als 
the adventure genre, but also began 
a series of games that has spanned 
two decades. It’s telling that even 
Witameatswalelame(ee-laamiatcpatat= 
reboots have received in recent 
years it’s Lara’s original quest 
datelMantsl ccm la aconelelmilalciaicie 





os 


24 | | 100 GAMES TO PLAY BEFORE YOU DIE 


= <= 
=> = - 4% 
. F 


ae ie 


lL, a a = oe ae a ae a oe oe a oe om a om oe a ow os ow o@ ow ow o@ oe oe ow oe 6 oe oe om ow @@ 68 ow oe ow oe ow oe ow oe oe oe oe ow oe oe ow ow oe 6 6 ao oe oe om oe oe om oe eo 








ee Line 


PPLAY BEFORE YOU DIE 


= Gar 2 SUPER NINTENDO 
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ee 25 Monkey Island 2. 
RPG HEAVEN eau 
Year: 1991 Platform: Weelalelets 
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: | It takes skill to approach ay 
37 | nal Fa ntasy VI a sequel to one of the S 1 ee BA 
| , ) greatest adventures of all H 

= Year: 19948 Platform: SNES rlanteMeyaledlaalelaeniceelevela 

Ty “. ee ff tt ce ee it, ajepardiiamciaaleleiialsia 

7 4 A CHANGING Talccecleut(elatswme[act-}icia elaete|@ ele) aBVZ-][6[-1 
@ Final Fantasy WORLD CUSTOMISATION ETALeR-laRewlananlelacd alelanteleelecesicelavailats 
games had alwayshad mHalfwaythroughthe m One ofthe things fans LeChuck’s Revenge managed just that. 


villains, butnone were game is a dramatic love about Final Fantasy is 


quiteasmemorable as scene that alters the its varied RPG systems, K U e ble B e e ble 


the cackling, almost- layout of the world an element that FFV/ Year: 1986 = Platform: Arcade 
comical bad guy Kefka. andactedasa displays beautifully with | [a Cheese eeseces ‘ee eees cues 


powerfulmomentfor its highly customisable Bubble Bobbie's inclusion == 
the story, a facet that Magicite system. oe 
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ofabrilliantco-op mode Gri, 28 %sFhE 













has since remained . ! islikelytobethereason == Be a “FREE 
i . = wrens a GEISIo stasetareasterafats 

aseries staple. = j mn ' i why so many remember it G™™'™" EE Ed 
ou her tetas gran (* eee atte fe 

8 a sofondly. The gameitself He#* & ~ i 







was utterly replayable — 
gle) @(stclo]mtarelaLemcomicmanlelidie)icm-iaceliate toe 


Calae)are me 


Year: 1995 = Platform 


Riding the wave oT Final 
Fantasy is one thing, but 
eleLUrcla=Micli@i@alaise(s10 te) 
prove its status as king 
Cea mCC MAGE elariilaler 
Si Ce) allalsmremelalle leis 
combat system and a brilliant cast 
patcle(-mOelcolslemisiele(- maui acit-laeneleie 


Resident Evil 2 


Year: 19978 ® Platform: PSone 





Sat ae 





” While it might not be quite ""=="ee= ?. 
as breakthrough as the coon; g AUR 
— —————— original, Resi 2took what ‘ios dN 


a = 





parle (cM lecm 0) a-10(-1e-1-1-16] mie) 


HOW LINK WENT FROM eae 
Y45710 TO HYRU [_-E HERO e]aat-v4lale mel daalels)e)alslack-lalemeial-|ecleats) aoe 
The Legend Of Zelda: The Wind Waker z arene Theft 


J Tie 
I ceil dre wee EE TERS Year: 2013 Platform Various 


A CHEEKY CHAP HAVE SOME FUN! WELCOME TO AGELESS VIVA (eM CH E- Wa Analtelalmateya e\-e-ts 

There's something about this As great as Ocarina Of GAMECUBE ORIGINALITY groundbreaking as GIA I/II, a vast 
youthful and cartoonish Link Time and Majora's Mask are, For many the, cel-shaded This aesthetic hadn't been Wife) aOmnviiam-lamela(ellatc|Minlacismeal-lecletcis 
that just makes him all that they're just a tad too serious adventures of Wind Waker popularised at this point, but story makes it the definitive modern- 
more charming to playas.He's _—at times. Wind Waker, by helped signal just what the more than anything it's helped ore Waatelel.ciec|mer-lanter 











got abit more of anaughtiness § comparison,wasamuchmore § GameCube was about. While make Wind Waker one of 2. 
about him that younever really —_ jovial experience, with talking the industry was onward the few games of the era to —T aralebett t 4 ae: 
felt in the more mature Zelda boats, friendly pirates and a towards a permanent, grit- withstand the test of time It ut ie 
games, perhaps making a bit more comfortable setting for infused shade of brown, Wind means its originality can still ee i . 
more sense for him to destroy comical — and, frankly, bizarre Waker proved there could still shine through, even if you were 3 w= SA 
everyone's vases. — character Tingle. be fun in the industry. to play it today. © oo 
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fie GREATEST ACHIEVEMENT 
V al | 
) Manic Miner. ‘Year: 1983 = Platform: 2X Spectrum 
) atz1tgeRCt-|ea(-]macleclh'icle Mile] @lamialen elel-)mie)meleliare| s t = Li 3 = S 
Turn to overboard with its coverage of the Miner Willy = _# oa 
page 62 for games. That criticism was probably warranted = . 
| our full making in the early issues, but as the latest survey = gt 
, of feature on stole lieomcsale\ iam calsMel-|aalciom-/ccmalelecinvaeleeluirclmiuiia i 
| Manic Miner readers. Manic Mineris the highest-charting = a = 
Spectrum original, and is the third-placed 8-bit - i a “ ~ 2 
computer game overall behind Elite and Tetris. NAMMORBIRSSRG NE MANGARIERARANAIANGRGNGRGNANGAGAARGRGRSNGRIAS | 
And, being released in 1983, it also happens to be Le : ; 
i the oldest game in the top 30. High Score @@@0@0 Score @12775 ” es were 
ft It's not hard to see why the game retains its Rah to iho ie 
y Y , arcade games Matt 
i appeal after all these years. The initial impact enjoyed at the time. 
3 I was impressive at the time — imaginative and 
fore) (o] 0) mie) es) olaitct-yaulamret-laalsmaalely(em-]aem-el0lale| 
iF effects (on the Spectrum, no less) — but it’s the 
' : : el) micie1m e)t-1ace)sanlialemeiareliiciale[-Minl-1@aleeelio\cel(cle 
I : the game to classic status. Many of its 20 caverns 
I are exceptionally well-designed, and the game 
i rewards dedicated players by saving the very 
i : best screens until late in the game. If you’re one 
i : of those intrepid souls who's made it through to 
11 | the final cavern and grabbed the cryptic items =  f 
V1 | at the end then you'll know that the game’s i je i 
( : reputation is fully deserved. Manic Miner is fz _ 
i | Matthew Smith’s masterwork and will always be zh = 
i : one the greatest games of the 8-bit era. | | | = 
, i 
| _il 
) 2 —= oe : = 
: | dl = e mea w 2 a 7. a =] a ce eal = a “oe - 2 = 
i nH HiHHeeHHHeHeHEteF#HE& mz | Er 
i | a i E& ntHteeHteHeHii#Ht  k 
! 
. 
I: os DERRICK ROWSON 
| 
: } Coder of Manic Miner and Jet Set Willy for the 
: vedi CPC (with Steve Wetherill) 
i | Manic Minerfeels more complete than Jet Set Willy. You do 
i ~_atask and then progress. Jet Set Willy, on the other hand, 
" a _ _ allows several tasks to be bypassed and other routes to be . 
F | / taken. If | then attempt the missed task, and lose my lives, eg = 
i VAS | feel it was a wasted journey. Manic Miner seems to teach | zi a 
: «& skill as each level is passed. The more it is played the easier 7 7 & 
a ss itbecomes. Jet Set Willy somehow does not feel this way. a 
' a (f never hede access to Matthew's source code, but having someone else's 
| | code is sometimes not all that helpful. Matthew could code as the normal 
person talked. He used to challenge people to write code quicker than he did. | 
| would bet that most of his code was written in one attempt — he would think of 
, something then just write the code. No flowcharts, no bit-by-bit writing to test 
out his logic — just type it out and see if it worked. Which most of the time it did. 
r 7 : e 
: 
i 
j 7 
i 
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10 Mme, the Simple ¢ Jl Neplay OT Mani My fer Woo 


“rte ito chpeemce]e) |*'6« 4 sara that tolnamc camancde tm laorn 
KEY LOIS SUCCESS. It Sd dame Mat takes Seconds To léalr 
fee See ee ee ee de ofS Poe sas A em AA eo oe a ee ea 
tne controls to play it, but can provide nours of amusement 
Be. Pte SS RAC AO PO ORer ee oy ee ee 
a Od] aly atically, We DasiG Gal Ne is MOL VEry COM IDIEA. 
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ROY COATES ut 


Coder of Manic Miner and Jet Set Willy 2 
for the Dragon 32/64 = 

uy PNE-Tam\Vitchcelamige)agmete)iau'/-]e- me) (cle ce-valeliil(-1e Magli) 
Spectrum running Manic Miner. This was the first 
time I'd ever seen the game. He said, “We want 
Welemcomtial(-magt-)@omie)mial-8B)e-\e (e/a Mam lal-Her-|gai=) 
looked so simple, | was sure that | could knock 
y it out in a very short time. | was wrong. Three 
aarelalegimelmar-[gee|eclam@(-)es]m@im@i-\-melelal=s 

There's a certain something about Manic Miner. lt seems to be 
both mysterious and familiar at the same time. Although we looked 
at every game we could get our hands on back then, none had the 
same charisma that Manic Miner had. | still love it today. 
| did add some extra screens for my own amusement. I'd 
— forgotten all about it until after the launch when Software Projects 
» The Warehouse, with its nn a : 
unstable floors, was ore] [10 Mgal=ws lace MerhUcMaaloe-Me elele mele dinreme)amcelmareim(illialeRinl-lanF 
one of the trickiest They were pleased, of course, since it generated more publicity. 
Roerrs av Se gat hal Yom] | (el tisteW Blecvo(elale\"ial-le-mceke|(e-1acomeal-limelel-(ninelaameliaaliale gee 
'eyc] syme) me)ace mm aal om Bl eclelelamar-lemaale)ase ; 
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Bethesda’s 
Fallout 3 was the 
second attempt at making 
it — the original version 
was scrapped in 2003 when 
Interplay closed Black 
Isle Studios. 


Sega Of 
America initially 
rejected Sonic 
Despite having been designed to 
| appeal to the West, Sega Of America 
initially branded Sonic as a complete 
disaster — in fact, it was so convinced 
that the project was unsalvageable 
that it contacted a designer to 
create a replacement 
character. 


Sonic didn't 
originally fight robots 
Early concepts featured Sonic 
fighting a more traditional-looking 
bunch of monsters. He also had 
a girlfriend named Madonna, but 
the damsel in distress concept 
was dropped pretty early on to 
differentiate the game from 


When Sonic The Hedgehog hit the Mega Drive, it looked and 
sounded like nothing else around — pop composer Masato 
Nakamura composed a catchy soundtrack and the graphics 
weren't just well-drawn, they shifted about at an incredible pace. 


a 


HOW WAR CHANGED 
Fallout 3 


Year: 2008 = Platform: Various 


mel ere) Blandi cel alaaisialecmetch\ice-Mcols) Uhm als)ielalccialsve mci) alci-e) ml anlanls)ecieammeleclualare 
players into the Capital Wasteland. 

alte |ade)aevil(-mvce)lesm-eidlalemine)aaminioall. (ome) m Mloleamh (=1ss:16) apm n(e)am ms) elgatclanlale 
\W/Fe] ee] iaamiti(e Ble) lim (cial m@ent-mel-|aalcm-mel(epelUle(e(-) Mico p 

AWaclalsii's1e mieleul-we]amiatse-](ola’a-lalementemele)iuale)r-\ alae melmeiolleecliclaclaler-] 
alelanlelerm <=) elm daicmcelelatam'i'c-|iMilaoalhmiait-le1emlamece)alde- lm com |tcme)acle(slect-10) a8 
sJalaleliatemaiai=eer-|aa(-mcemeve)al-je)(-1-mcole) @ial-E-i-1a(-1- mine )sameie|imalimcemaal-|[arciegct-lag 
Seleerstt-om eo] elaleiialemaniiiiielarmelm-le(elitlelar-]melt-\i-1e-ml acon aai-m(e) (ep 

Not everyone was thrilled with it— the game attracted controversy in 
Australia, India and Japan due to Its themes and content. 


It nearly ended 
up on home computers 

Sonic's exclusivity was a key 
selling point for Sega consoles, but 
it nearly wasn't exclusive. US Gold 
announced that It nad acquired the 
. rights to convert Sonic to the C64, 
\. Spectrum, Amstrad CPC, Atari ST 

» and Amiga, with news stories 

appearing in ACE and 
C&VG. 


Turn to 
page 114 for our 
making of feature 
on Sonic The 
balezelel-lalele 


The ‘real’ credits 
are hidden in the game 
The Team had to use 
pseudonyms, but there's a hidden 
screen with the team's real names. 
lo see It, play the game on a Japanese 
Mega Drive and press C, C, C, C, C, C, 
Up, Down, Down, Down, Left, Right 
on the title screen. Whenthe 4 
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Or at least, they could. Sonic was never just about speed, and some demo starts, hold A, B, C, 


Mario and Princess 





excellent level design challenged players to perform precision and Down. 
ae platforming as well the odd daredevil stunt. Coupled with an 
-_ appealing hero, the game had all the tools to take the world by storm 
and did exactly that, transforming the Mega Drive from a worthy 
competitor into a mass-market success. 
Robotnik’s Sonic used to 
y wrecking ball got around be ina band 
gg fe ~ It's well-known that the wrecking sonic was the vocalist of this 
-—< ae, ball Robotnik uses in Green Hill Zone = : aE group, and he was joined by a 
é ee. was originally a free-rolling hazard that all . L rabbit a chicken and a crocodile. 
a _ could be pushed and even ridden, but ) They were originally set to feature on 
ee te there was also an unused swinging = a the game's sound test screen, but 
“ce | ,. variant, which could take the place . were cut for time reasons — the 
—_ a \ of the more beneficial swinging = tree space was Tilled up with 
N= | platforms and the code a ey the iconic Sega sound 
: _ . still exists. Be - effect instead. 
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é Tl The Last Of Us 
Kis i Year: 2013 = Platform: PS3 


Ok, 
teh (ome-|| @-] ele] )mer-laal-1e- Bre) m@-B-1-1e0) ale 
—the difference between The Last Of Uscamera 
versus the Uncharted camera is basically... well, in 
dalsmOlaleiarclaiclemerslaalslecM cele Maomillaial>)m els(e em ele mer ln 
see all of Nate. In The Last Of Us, though, you're 
dele] em ialemere|aalele- Mice e)celele|aim ich alame)apelel=imm cele 








are up close, there's the sense that there's danger 


2/ Castlevania: rt : a oe eee DE lale[-lveler-mm (olen dalen iF 
Symphony Of The Night - — 


* + # &£ & 








On Symphony Of The Night's appeal 

| wanted to change the impression that Castlevania was this difficult- 
to-access action game. VWhen we decided to adopt RPG elements, 

we agreed that users should receive something good when beating 
enemies. So | thought of adding XP to the game. | thought that even the 
users who were not good at playing this type of action game would be 
able to clear Symphony Of The Night if | adopted this particular system. 





hoe laalelelar-laie 
ice) mOtoym CoM ar-\ ome Ree)anlel-iillalemal-lseclehomeal-1a> 
delivered in a believable way. The characters have 
to come first. As long as you create compelling 

(ol atele-[eutclecmial-l@ar-\Uce- mee) an lace ine m- [sen cem als 

On creating Alucard story, everything else can follow alongside that: 


| decided to choose a character that had a special link to the previous gameplay, design and so on. 


Castlevania titles. Personally, | liked Alucard very much and it was totally fine with me, —_— 
but | presumed that those who had been fans for a long time would be angry with our one 
decision since it was the Tirst time the series ever had a non-whip-using character as a 
hero. Alucard was just a really cool hero, and that is why | think Symphony Of The Night | . Se 
has been received so favourably by the fans. tar 
On Symphony's music } wT i , 
The music direction has never led the creation of the game. | have always ae 
asked Michiru [Yamane] to compose music in accordance with the actual Naughty : = «€ 
game and never the other way around. She co-ordinated with the team Dog's reveal of The : y 
and composed music from the image of the stages. Last Of Us was almost 

spoiled in Uncharted 3, as an 
On hic ausuntia tine _ in-game newspaper referenced 
My favourite is Castle Dracula which starts to play _ — the game's fungal infection 
when Alucard enters the castle for the first time. | was rt on y — _ theme. Players assumed it 
impressed with the way the music starts to play once ‘L. was another team, 
Alucard enters the castle, and then suddenly the castle though! 
gets bright and zombies start to appear. It might be . | ' 
because that part was programmed by myself. ~— , 

Me “= 
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THE POP CULTURE | 
Wags eSC 4a T-0M CARTOGRAPHER 
Neer AHW Sachse ISAMAZING 

Grand Theft Auto: Vice City Me 24 Halo: lor our making 


of feat : 
Year: 2002 = Platform: Various ure on Halo: 


Year: 2002 Platform: Various eee, - Combat Evolved ‘Geer 


Vice City first made your list years ago when it was still a | ¥ = Year: 2001 ™ Platform: Xbox 
ere) al(=)an\ele)e-lavael-lanloem Bl-1>) e)i(omal-\ "dale melalhva elci2)ahe)pe-t-l(-m ie] maniie) ea Ba B88 Seewenes Sa a a a 


Turn 


W{=t= | e-em | a=] 6) ol-t-]a-1e Mamtcele|me)a(eliats| me) em40pme)ce) /ialemtal-lm@atele cit] a Bungie's game already 
decision to set the game during the Eighties was a canny one that impressed with its intelligent 
Well (oMa=velar-lce Mu ica melee l=aalelanlel-\meimel-laa\-1ece SCARFACE , story, satisfying gunplay and 
Of course, even without its Eighties nostalgia, Vice City @ The similarities ne detailed textures, but The 
NiVolei(om-ie]|mel-e- [am -lait-iacclialiare mel-laa(-Meal-|aL<mcoml eal al(cieot-itlare Mm (-1-[0 between Tommy Vercetti and Silent Cartographer took 
fol ats] ar-[e1(=1emsye) ile mrs)ale Meo] al=lemanltctcile)atce-lalemalelanl=)sel0e-16] e)t(eBalitets].4> Tony Montana are many. They things to a whole new level. 
com tal-mer-[pals)9)f-\mtar-| Mal: le Maat-[e(-m CNP W//e-en-lalc-)ar-llaliale meen e)i-\\A both rise to power using insane It starts off brilliantly with 
Almost two decades on, the passion for it still burns strongly. eTualelelalecmeymutel clara cee late Master Chief recerving instructions as his ship passes 


have similar-looking over a frantic battle. Later you're in the thick of that very 
mansions. same fight, tackling Elites, watching the soldiers you 
just landed with fall, and doing your very best to get off 
that damned beach. It's a brilliant opening that only gets 
more intriguing as you dig into the Covenant base. 


THE 
GODFATHER 


@ There are obvious y OS [4 i O 


parallels between Sonny Forelli 


and Santino ‘Sonny’ Corleone. In SA K AM OTO O N 
addition to having the same name, aay 
they both have the same mean EXPLORATI Oo N 
temper and want to muscle 


in on the drug trade. da 23 Super Metroid 


= Year: 1994 = Platform: SNES 
CARLITO’S : } gem We really didn’t want to explain things 
WAY 7 ' @® tothe player using too many words. 
g Ken Rosenberg not only > a So See =OVVe wanted to let them play and 
looks incredibly similar to David - \ oe ) ose © work things out for themselves. For 
Kleinfield in Carlito's Way, but also : dé : | . — 4 example, say there's amechanism 
has the same cocaine addiction and | a | w where you need to climb up a ladder 
becomes increasingly incoherent | | | / and place a bomb there in order 
and paranoid as the game : : to advance, as one component in 
continues. the solution of a [gameplay] riddle; if that was all you 
needed to do in order to get through to the next area, 
you'd miss all of the other mechanisms we'd put 
in place and wouldn't even realise that certain parts 





a 


RESERVOIR DOGS 


g The most obvious connection 
is that Tommy Vercetti looks 
remarkably similar to 
Michael Madson's 
Mr Blonde. 








—— of the game existed. We wanted players to explore 
~ F y everything we'd made. That's why we designed the 
SMOKEY . maps in a way that the player couldn't escape without 


AND THE or. . % exploration, or in such a way that the player would end 
BANDIT { a up back at a starting point before advancing. The player 
would be cornered/driven and would be forced to stop 












@ Burt Reynolds character is 


SR CCRC Gl \ | wit | - : and say, ‘Right, how 
in the famous film and The - Bh een age | should | think about 
Bandit itself also features “# ome | this area?’ That's the 


Se ideale essential point of the 
MIAMI VICE — — ) map design. The player 
@ Lots of references to the _ | had to ‘feel’ their way 
classic TV show. Crockett’s tASON On through the game. 
Theme plays, Philip Michael ‘ Ve wanted the player 
Thomas plays Lance Vance \y ns N i ) to feel that they had 

and the titles are ; j lus 3 | made that discovery 
similar. “2 i | a independently. 


in the game. 
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22 SPLASH WAVE 15% PASSING 


BREEZE 8% 








What's your first What mechanics does it share with 
memory of Out Run? OutRun Coast 2 Coast? 





MAGICAL SOUND 
SHOWER 77% 


“= WHAT:S:YOUR 
. OUTRUN ETUNT 
JN TUN 


What's your favourite music track 
from the game and why? 





lf you could go on a road trip with Yu 
Suzuki where would you go? 


Why do you think that it remains 
such an iconic game? 
Did you ask Sega if you could include 
it in your OutRun 2 port? Would you like to make a new 
OutRun game? 


=H 


AN EPIC SPACE 
ADVENTURE (= 
where we talk to 
“ Elite cocreator. 
2 T E li te I Poin CNN Ouyang teas emer a cre (re any ee rar earn 
= Year: 1984 = Platform: Various 
There's still a lot of love out there for the epic space combat 5 Y E A R S The game's 
and trading of Elite— it's an impressive performer, as only The game's score on 
two Eighties titles and just one UK-developed game rank ei oils time Metacritic 
higher than Braben and Bell's classic. However, the game 
was at the very top of Retro Gamer's 2004 top 100 list, 
and narrowly missed the 
top 20 this time around. Feane ies 
Why has it slid down 
the rankings? We have 
put It down to shifting 
demographics, particularly 
when it comes to our 


international audience and 
the influx of Nineties kids. 








GORDON’S ALIVE! 
Half-Life 2 


Year: 2004 = Platform: Various 
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Number of 
copies sold 


-eeee eee e eee eee eee eee eee eee eee eee eee ae eee eee eee ee ele eee eee eee eee eel eh eee el 


The people blown away by the Gravity Gun 
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$40 MILLION? 
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YOU FIGHT LIKEA DAIRY FAR} 






a. nm HOW si : 






FIRST YOU BETTER STOP WAVING IT ABOUT LIKE A FEATHER DUSTER. 


| 
| 























THERE ARE NO WORDS FOR HOW DISGUSTING YOU ARE. 


YES THERE ARE. YOU JUST NEVER LEARNED THEM. 





TALK TO... RON GILBERT 
19 The Secret of Monkey Island 


= Year: 1 790: S Platform: Various 








oe So what made you Fel vo MN fclalctem(oNe(>]@e)smiai-melel-la-lale doling out information to you as 
| \ want to make an wander around those big pirate ships —__ the player. We wanted characters. : 
eTeMclaidllg-Metcl sal: and interact with the characters. But, italia ole neolb (eRe l-1m con dale iva-lalen = | as 
eleleltimelieclec¥g to me, making Monkey Island wasn t understa nd, PlaeRiarcims) just down to 
, At the time fantasy Teuder-lihar-] ole]b mantel dale WM acta] cice good writing. Where Stan came from 
adventures, such pirate game, it was about making a Vivcmente}melUlslaremtalsmee)cole(eleelameyi 
as King's Quest, game that played on all the clichés the] first Monkey Island | bought a 
7) were very popular, of movies such as Treasure Island car. And | remember going to the car 
but because I've never been much of late Or-Je)e-]/a6 =), ele ]e) dealer and he wouldn't let me leave! 
a fantasy fan myself. | wanted to do 
something different, something more One ofthe things that made the How did the idea for insult sword- 
based on reality. Although the pirates games great were the memorable itelaiaiare mela(eliatein-t4 
in Monkey Island aren't really the characters like the bumbling AYAVce1Ce1n1=10 Me )tome)me) (om o)ie-1t-m pale) valet) 
“Aaa aMAOMecaleelatmerclacelieme)meg-Male |p MCU \ elal lem Malg-1-) 0)" elelemmdal-Milace(-t-(e) for the first Monkey Island, and one 
seas that they were, they're more a pirate LeChuck, Governor Marley, daliale Megt-]@-jcolele Mel UlaN/-l-Rigr-l@uiall (= 
mix of swashbuckling Errol Flynn Flatemmelllmrc\elligit- Meee: (iii MOl1-16p they were fighting they always 
movies and the Disneyland Pirates Ship Salesman. Was it fun fleshing taunted each other with insults. | 
O} mM al-nOr-1g)e)e)-r-lamtal-ipal-mel-la@ale ln these characters out for players? Nalc\VAUUMalciore (le R-\uvelcemilelaliacemin 
That was one of my favourite rides at Well, at the time, a lot of computer a game about pirates but because | 
iD) iyale\vat-lale malo O domme loiaiiplemelamtar-lt game characters were like cardboard folfolama'c-lalacomlpleceleleler-e-la\va-leis(e)p 
Nisd{omeler-|a@-lalemol=iialeme-].<clamelemzele ls cut-outs that spoke in weird half- gameplay the old movies provided 
own pirate adventure, but | always sentences because they were just the perfect solution. 
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NOBODY’S EVER DRAWN BLOOD 
FROM ME AND NOBODY EVER WILL. 


YOU RUN THAT FAST? 





i 
| 
| 
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ONLY ONCE HAVE | MET 


SUCH A COWARD! 


HE MUST HAVE TAUGHT YOU 
EVERY THING YOU KNOW. 


|GOT THIS SCAR ON MY FACE DURING A MIGHTYSTRUGGLE! 





How useful was the experience 

of developing Monkey Island for your 
future adventure videogame projects 
Tii¢ei Melee Ore Ieee lave Collier elete) paliare| 
adventure, Thimbleweed Park? 
What is it like slipping back into that 
style of game? 

Monkey Island was the first game 
where | felt | had once-and-for-all 
figured out what an adventure game 
J ale]0](om el-mm ml -t-lenl-1e8- mle) me) am iale)-\-) 
games, and still use a lot of the same 
ef laalome (stole) amelalemeleya4i-Mee)alciiaeleiiielal 
laal=)aatelel-mtelel-\Am Molen (ele) @-imaal~ 
puzzle structure of Monkey Island and 
the puzzle structure of something like 
The Cave they share a lot in common. 
And with Thimbleweed Park we are 
oliilalitciAVata'diale Memes] e](elc-B-Ble)me) i 

the charm and sensibilities of the old 
LucasArts games... 


How do you feel about the fact that 
the first two Monkey Island games 


| HOPE NOW YOU'VE LEARNED TO STOP 
PICKING YOUR NOSE. 


YOU ARE A PAIN IN THE BACKSIDE, SIR! 


YOUR HAEMORRHOIDS ARE FLARING 


OP ANCTAN| lt nig 


are still remembered and rated so 
highly by Retro Gamer readers 
after all these years? 

It's very humbling. There are two 
things in my career that I’m most 
e)geleleme)em | /lelel cl a-ice eae) aoe) 
them and Humongous Entertainment 
is the other. It's amazing for me to 
hear what those games meant to 
people and to realise | was a part of 
liar-}ewatalemeal-imel-1e)e)(-Miat-lal(-le-1am 
even born when the games originally 
for=] an =Mel0) @-lacmeltsveve)Yiclalalemeatsian 
lia}gelelelamialc Me) el-161/-] 6 me/1 0/6) @RVi-16-1(0) 81> 
fo}amtat-)imere)ar-ie)(-1-me)] mi aale)e)i(-me(-\ ale ce 

| never would have believed it back 
then... People tell me that they 

[etl alere m= alelitciame) male) mcomact-l¢micelan 
playing Monkey Island. People have 
had Monkey Island weddings. Two 
people have asked me if it was OK 

com atclanismealslimalsi i Aealliemelenaelaerciammis 
warms my grumpy heart. But not too 
aaleleapaManm-jtlime|aelanle\’A 





Oper lak to LUse cannan ball 
lens 


Liose Pick up Look at = 
Push Talk to Turn on Se 
Pun bive Turn off head of the navigator 


necklace on navigator 
» LeChuck ominously anchors his ghost ship in 
a river of lava — as if ghost ships weren't frightening enough... 


How Petes proach 
the'Sword!Master 
ge REE Permission... 


he a : 
ae 
y 






» Meeting and fighting the Sword Master is just 
one of the memorable moments from Monkey Island. 
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BETHESDA’S PETE HINES 
ON A MODERN CLASSIC 


The Elder Scrolls V: Skyrim Bi ii We 


Year: 2011 = Platform: Various 
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WHY SEGAS 
SEQUEL RULES 
18 Streets Of Rage I 



























= Year: 1996 ® Platform: Mega Drive } i 
My he addition of new characters Max and Skate gave options for | think It's a pretty great tribute to the team at PP Lae 
players who wanted extreme strength or unsurpassed speed. Bethesda Game Studios that it created something J, oO 
@ Every character boasted new unique special moves, allowing them to people feel so strongly about, to be included £ i 
clear out crowds of enemies while inflicting major damage. amongst some of the most iconic, bs 
@ Bigger sprites and better animation pushed the Mega Drive, bringing important games in videogame history. “hh ”" 
the look and feel of coin-op beat-‘em-ups into the home. y, # wa 
qt @ uzo Koshiro delivered another round of pulse-pounding ’ 
ie | dance tracks, somehow managing to top the excellent soundtrack 
; | of the original game. | would guess different people might have different reasons, 
| I @ lore varied enemy attack patterns included motorcycle assaults, but that’s part of what (| think) makes Skyrim great: It's a 
or spectators jumping in from the background and strikes from above. game you can make your own. Youre telling your own fj 
| story of who you want to be, and what you want to do, | j/ 
A ] and the game allows that to happen in so many different 
a | ways. It's the combination of shared experiences and ff 
| experiencing things that your friends have never seen Turn 
| | or done in the game. | am glad so many people to page 202 
. 1 have enjoyed it so much. for our feature on ~ 
LAs 
The Elder Scrolls 
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THE FINAL VOTES / 


42.61% - Skyrim 
15.22% - Oblivion 

11.16% - Morrowind = % 
1.1% - Daggerfall 


ty 
0% - Arena / 
1,965 | 


Yu Suzuki's forklift tweet 
prior to the announcement 
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Who are you: trying 
to take revenge on, anyway® 


RYO GOES TO 
HONG KONG 
16 Shenmue II 


= Year: 2001 = Platform: Various 
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They say calm comes before a storm, and Shenmue’s sedate > 
















of Shenmue 3. 
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pace gave way to a Hong Kong-based sequel which saw Ryo 
engage in much more dangerous situations. From chasing down 
thieves to being chased by a chainsaw-wielding maniac, this 
chapter of the quest for revenge against Lan Di involved much 
more fighting. If that doesn't appeal, you can still drop by the 
arcade and even race some ducks. 
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Skyrim 
is one of just 
11 games released 


in this decade to make 


your top 150 games 
of all time. 















m Year: 1 998 = Platform: PSone 
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Many games have imitated Metal Gear Solid's obvious qualities — Its 
focus on cinematic storytelling, its expertly-crafted stealth-based 
gameplay and its bizarre sense of humour. However, the reason that 
it's so high on your list is that there’s arguably not been a game as 
inventive since. Your memory card, your control pad, your knowledge 
of real-life TV sets and even the game's packaging were utilised in 
imaginative ways to enhance the game experience. Lots of games are 
clever, but Hideo Kojima's 3D debut was —and Is — a work of creative 
genius that proved to be years ahead of the competition. 





KONAMI'S STEALTHY - 


SUCCESS 
15 Metal Gear Solid 


Turn 
to page 174 
four our ultimate 
guide to Metal 
Gear Solid 
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SONIC RETRO’S COURTNEY 
GRIMES ON A STUNNING SEQUEL 


14 Sonic the Hedgehog 2 


= Year: 19928 Platform: Mega Drive 
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When did you first 
encounter Sonic 2, 
and what did you 
make of it? 

Like lots of folks, | first 
f encountered Sonic 2 
) in Christmas 1992. 

| remember poring 
over the tome-like holiday guides put 
out by Electronic Gaming Monthly and 
GamePro, marking up the department 
store catalogues that showed Sega 
games and desperately hoping my 
parents wouldn't screw up and 
accidentally buy something for our Super 
Nintendo or Master System. Come 
Christmas morning, | start unwrapping 
gifts and the first box | open is an extra 
Genesis controller—so naturally with kid 
logic, | start crying because my parents 
messed up. Needless to say, by the end 
| spent the entire day up until the wee 
hours playing through to Metropolis 
Zone, racing my family in two-player 
mode and loving every minute. 





Why do you think Sonic 2 is the most 
popular game in the series? 

It's important to remember that Sonic 2 
was a triple-A 
game before 
the concept of 
triple-A games 
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really existed. VWVe struggle now to 
retroactively figure out Western release 
dates around that time, but everyone 
knows Sonic 2's day. Promotion for the 
game saturated every part of Nineties kid 
culture: features on Nickelodeon, articles 
in children’s magazines, crazy and 
creative commercials that ran during kids 
and teens’ programming — it became 

a cultural event of its own, and it was 
something that even kids who werent 
that interested in video gaming knew 
about and got excited for. 

The scale of creative force that was 
applied to the development of Sonic 2 
was unparalleled at the time. Having two 
teams be in two different parts of the 
world collaborating to make a game at 
a time when most development teams 
.= ranged trom four to eight people 


2" was like nothing seen before. The 


amount of finesse that went into 
the art has provided some of the 
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deepest influences to 
not only Sonic games but plattormers at 
large; Masato Nakamura’s soundtrack 
set the standard for what music in 
games should sound like. VVhen you look 
at games from 1992 — Chiki Chiki Boys, 
Kid Chameleon, Rolo To The Rescue —- 
Sonic 2 looks and feels light years ahead. 


there's a lot of popular nostalgia there. 
Sonic 2's emphasis on linear, branching 
paths also encouraged a thriving 
community of tool-assisted speedruns 
and glitch discoveries — what better 
game to compete with on time than with 
a character who's gotta go fast? 
The ambition that came with Sonic 2 
also left us with a lot of cultural detritus 
that has been a rich vein to mine — 
learning about scrapped zones, 
interviewing developer and 
using the leftover pieces 
to become game creators 
finishing these bits and bobs 
into full-blown zones! 


What makes Sonic 2 stand out for 
hardcore Sonic fans? 

Sonic 2 stands out for hardcore fans 
for a few main reasons: one 
obviously being that the game 
had the widest impact with 
sales of nearly 6 million 
copies of the game, so 
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Turn 
to page 104 
for our superb 
legacy feature on 
Street Fighter II 
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RYU 21% 
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STREET FIGHTER V PRODUCER PETER ROSAS 


DHASIM 6% BLANKA 14% 


ON CAPCOM’S SEMINAL BRAWLER 


3 Street Fighter | | Year: 1991 Platform: Arcade 


My earliest memory 
was walking home 
_ from elementary 
ie gele) ire] ale Bice) e)e)i ale! 
'e)Vmtalem (elere| mele iaiiare 
alley right after they got Street 
Fighter Il. | just remember seeing this 
Felge(smeige) sie me)m(cl-lal-malele(e|(-1em-|nel0 late 
ialicme)alsMaatcleialial=w-laemunelalel-laiare 
what it was they were watching. 
AY sl=Jam malatslih me lelaees-\-m-ialel0 (elem ten-\-1- 
the screen, | was blown away by the 
graphics at the time. 

Another exciting memory was 
when | first saw players landing 
(CTU) [-M-e 10] |(om elele)anmere)anlele}-Wtel-1-1/ale| 
his moves cancel into special moves 
totally changed how | approached 
other characters, as it showed there 
Vive omanle]aomcomin(-Mer-laaiomeat-lsmmentelelelaie 





| think there are quite a few factors 
as to why Street Fighter Il remains 
Joy ole) ele] t-|mconiali-wer-\ au meelei(emelenels 
and on about the various reasons, 
but instead | will concentrate on two: 
Tere) allemeiarc|e-(e1(-1m@e(=1-y[e]am-lalemanletciien 
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You have these iconic characters, 
whose design and fighting styles 
are caricatures of the country they 
represent. Although they seem 
foleiurelalelsiaPa mtallal.@uarci@iamialsn efsle ae) 
everyone's mind they could actually 
visualise a one-eyed kickboxer in 
il ate) itelalepme)arelamsiallisicsve more) (el(simiaare) 
fights out of the US kicking ass. 
Nalo)aal-1me)(emacrst-1e]ami-me(-1ilaliicl\atal= 
music. Just about every character 
theme in Street Fighter I/not only 
fits the character, but also the stages 
in where the fighters do battle. The 
music also helps raise the tension of 
the battle with the songs speeding up 
towards the end of each round. 


| think the best character is Guile. 
im(cMal-loMe|aect-]@el-]patsle[-Meleise|elem(elare 
range attacks and the best projectile 
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recovery in the game. He also 
latctomdaismevele)(-\-ym (ele) <[alemee)ag|elo “1am 


Miat-m-)[-Jpel-lalecmeer-i@aalcl<ce-melelele| 
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depth, and balance. 
Accessibility is important, 
ehomviel0 Mv -1alm@aale)acd e[-1e)e)(-Bienel= 
able to play the game and actually 
understand why they're winning or 
losing. The faster players can figure 
out the game system and move on to 
the competitive aspect of it, the 
faster they can enjoy whata 
fighting game is all about. 


—-: 


Depth is important —_ 


because once players 


understand the game rose 


they'll explore the engine 
to see what tactics they 
can devise to defeat ma 
opponents. If the | 
gameplay is rigid, it runs 
the risk of turning off those 
who aren't able to develop 
tactics against the ones 
they're losing to — resulting 
Tamiatsiaameleliatlaremiatsmerelaatsy 
Lastly, balance is an 
element that can't be 





stated enough. 
Players like to feel that regardless 
of what character they use they 
always have a chance at winning. A 
e)ge)el-lahvaere|f-laleciemer-|palom-||(e)\ucomie)s 
that. Some characters may have to 
ite) g 4 at-)e (>) mi dal-]ame)ia(-1e-ym ole) m=] maal) 
__ end of the day, that work is 
ms r | i rewarded with a victory. 


| think it’s pretty critical to 
the overall experience of the 
game, as it can really immerse 
idal=melt-\/-1mlalcemaai-mel-lagicmnvelalep 
When Street Fighter I! was 
released, it had amazing 
visuals, innovative character 
and battle design - as well as 
some of the best music ever 
(oigcr-|(c1emre)male) melal\Vmslelaiiare 
fofs|aalstoyu ole im esl aalssoulame|sials) eel 
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RETRO GAMER’S 
KARTING HEROES 
Super Mario Kart 


Year: 1992 = Platform: SNES 














We're not surprised to see Super Mario Kart 
chart so highly (although three Mario Karts in 
the top 150 feels a little excessive). It was one 
of the first games from Nintendo that proved 
Mario had true crossover appeal, but It was 
also an excellent racer in its own right. Even 
today Super Mario Kart is amazing fun to play, 
particularly when having time trial competitions 
with friends, a mode responsible for many 
missed deadlines during our university days. 
The track design throughout ts excellent, 
there's good variety between the eight 
playable characters and the three ditticulty 
modes ensure plenty of replay value. Oh, and 

it pretty much setup the entire kart racing sub | Y) 
genre, too. Alll hail Mario Kart —_ ey s : 0 
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DARRAN ae ~ 
JONES Seren A See | —>)) 
Editor e 
| choose Mario. It's partly Pi) aaa Psy 






because he's a balanced character : | y) — SESS: 


and the star of the show, but it’s ae _ 
NICK THORPE 


also because I'm lazy and he's 
Senior Staff Writer 


the first racer that's 
My allegiance lies with Yoshi 


selectable. 
— he's great at recovering from hits 





































JONATHAN thanks to his excellent acceleration, 
WELLS and his top speed isn't as woeful 
Art Editor as that of the lightweight 







DREW SLEEP 

Production Editor 
Given the fact that Mushrooms 
give you a boost the fungus-clad 
Toad is synonymous with speed, 
and I'm all about speed. He's also 
rather adorable, and equall 


as idiotic. fmf 


Koopa Troopa all the way, he characters. 
always seemed like one of the more 
balanced characters but with an 
added speed boost. He's still 


my go-to character! 
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Turn 
to page 
198 for our full 
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GoldenEye 007 


Year: 1997 = Platform: N64 
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The imine of my inout was caving up the 
single player levels, turning story into game. 

| really enjoyed the challenge of getting 

the main NPC characters to work. Their 
behaviour and Al may seem dated now but 
at the time | think all of the non-combat stutt 
was very innovative. | did write some very 
shoddy cous to run the in-game watch menu, although I’m 
sure Martin Hollis used to fix it when | wasn't looking. 


A lot of things came together. It looked and sounded great 

and was state of the art on the N64. The core gameplay was J O hy i O ia Ee Re 
well implemented and enhanced by game engine features like , 

location based hits, dynamic props, explosions, sniping... and (5 A Ly — C fe | A 
hats! Single-player transformed what features people expected am 


from an FPS. It had a variety of story themed objectives, | DOO M 


interesting Al, stealth based elements and all of this added to 
the feeling of being Bond. Then there was multiplayer. At the Year: 1993 ™ Platform: Various 

time, you couldn't really play competitive FPSs without PCs * ¢ #@ #© &#@ #@ #@ © # #8 Fe Fe eh hULhhUhhUrhhUhhUhhUhhUhhUhhUhDhUhhUhhDhUhrDhUhhUrhhDhUhhUmhhUrhDhUhDhUrhhDhUhhDhUmhhUrhhDhUhMDhUmhDhUrhDhUhhUhhDhUrhDhUhhDhUhDhUhhUhhUhhDhUhhUhhUhhUhDhUhDhUhMhUhDhUhR Ph FP FP OULU le a le 
and a LAN but GoldenEye put it right in your front room. 








but only two weeks later we were as addicted to 
you've been involved in? itas anyone else! 
Yes, definitely. It was the right 
game at the right time and Vhyd i think the game iss 
4 it was a lot of fun to create. It still feels great from a player control 






Multiplayer Oddjob is a crutch for the incompetent. | think if you 
choose him you are making a fairly clear personal statement. 
















y, As acompany, Doom was perspective. The enemies are well-balanced in 
where we really hit our stride. regards to the control afforded to the player and 
Even though it wasn't Tom the level design and sound effects create an 
Hall's cup 1 tea, everyone else was really into ominous atmosphere. Even though modern day 
it. John Carmack pushed the industry forward FPS design has progressed, these elements still 
technically with BSPs, multiplayer mode and make a fun game. It's timeless in that respect. 


the diminished-lighting 2.5D engine. Adrian 

Carmack and Kevin Cloud created an amazing hich is wear f choi 

array of iconic art and Bobby Prince made a ying Doom? 

great soundtrack. When we finished the game The Double-Barrelled Shotgun. Second choice 
we just didn't want to see it again for a while is the Rocket Launcher. 
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If you can ANGS!] 
get a character’s w You know how 
HP to exactly 7,777 every Japanese RPG seems 

in battle, they'll perform to have a brooding, angsty hero? 
a huge 64-hit attack in | That's Cloud's fault. Having said that, 

which each hit deals if you were forced to watch the life 
7,777 damage. slip from the bodies of your 
nine . loved ones, you'd probably be 
| ! a bit miserable too. 





BUSTER 


SWORD Tit 
m If you're going to have a { Yohei 
big, cool sword, why not have the a0 ee 


biggest, coolest sword that your Gil 
can buy? Cloud subscribes to this 




















ee S Sime . philosophy, which is why he carries 
a : BY ~ | this absolutely enormous 
™" “| @ ? wedge of a weapon. r 
AMNESIA ein ca . 4 * ialar | . : 
= Another classic Japanese Lirair TIME a : , 


RPG trope, here — although in . : — | 1760/196 f60: i 363 “tt 85 [ne] —— 
Cloud's case it's not quite the case. 1 490: ; 1 ESTE 266 7 ® 


See, he’s got memories. It's just that 


you're never quite ee parts | : = i B24) | re | 241 cw PRETTY 


of his life story aren't exactly 
BOY 


@ Not only is Cloud a hit with 
the ladies, earning the affections of 
both Tifa and Aeris as well as other : VENGEANCE 

, \ characters, he's capable of outdoing f @ Sure, Cloud's issues with 
Ag " } the ladies when he crossdresses Sephiroth do stretch into the scale 


ee 
= 










= —= —=— 


true, and neither is he... 


T T VI his way into a’meeting’ with ag f Pie of planetary jeopardy, but let's not r 
U L +N E bf ER 04 lal | Don Corneo. ve, forget that more than anything else, 


Turn ih he's avenging the murders of 
| to page 158 | his mother and one of his 
7 Final Fantasy ' vil (warning gy she 
= Year: 1997 = Platform: PlayStati Ee tiles | 
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They say that you never forget your first, and Final Fantasy V// 
was the game that introduced a whole generation of Western 


-~ 











Ua 


Fantasy VIl 












players to Japanese RPGs. It didn’t just do that though — it gave | | 17% 
the whole genre a much-needed makeover. The genre had CHOSEN ONE — ; Of course 
folate mat-\eR-m(-]e10)(-|(e)am(e)melale(=\aN"al=iiaallale mYicie(|\ow= [ne neele) dion & While Cloud isn't half- . he a, ~~ | did 
cutter ‘knights and dragons’ settings. Final Fantasy V// carried dragon or the last member of j '¥ “aa D D YOU CRY | 

a modern style and exhibited an extraordinary cinematic flair, some ancient and powerful race, he i 7 WH Fi AERIS D IED? 
distancing it from the games that had gone before it, while is the product of experimentation that Al , 


backing that up with a flexible battle system, an emotional | has turned him into a formidable 
storyline and an quest that takes dozens of hours to beat. combatant, in a way that none 
of his comrades quite 


match. 





THE WILL 
TO OVERCOME 
m Cloud deals with some 
pretty heavy psychological battery 30% =— 
throughout Final Fantasy Vil, but even No, but it 
when his entire life crumbles around was close 
him and he suffers a breakdown, he 
still manages to eventually piece 


things back together and : OM “yi 
struggle on. . J | 2 
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hl 15 Year: 1991 = Platform: SNES 


That's a tricky one. | guess it's that feeling of exploration and 
adventure that lured me in. | also enjoy the selection of almost 
fairytale-esque characters in the series. | guess that sums It 
up well; it feels like a series of interactive Tairy-tales. 


; It was around the late-Nineties that | started seriously 
‘ collecting Zelda merchandise, so over 15 years now. VVhile 
i )# I've not been able to get everything I've wanted or found for 
z various reasons (space, money, availability, etc.), I'm proud of 
what | ve managed to get my hands on during this time. 


© When my family took myself and my brother to get our 

‘ SNES, the game | actually chose was Super Mario All-Stars! 

It was thanks to my Dad selecting A Link To The Pastamong 
his choices that | was able to experience it. | remember 
studying the instructions and map of Hyrule, reading up on the 


- backstory and becoming engrossed In this world, even before 
oe playing the game! Once | started playing, | found it to be as 

i * magicalas I'd envisioned after brushing up on Hylian lore. 

a va 


A Link To The Pastnot only provided the template that certain 
future titles would follow, but it did so with a real fantasy, 

















Apparently 
this was the exact WT. 
face Darran pulled 
when he played S 
Super Mario 64 for 
the first time... 
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* COLLECTOR CHERYL GOACHER - 


> ON HER LOVE OF HYRULE 
: The Legend Of Zelda: A Link To The Past 


a *- £@ ¢ &£@§ & &# & &# BF SF Ft FP Fh PhUhhUCUr hUrhhUCUh hUlUM hhUlUr A hUlULr lL Ur Ur a rea a ae ee a ea ea ea ea ea ea a ea a ea ee a ee ea aa ea ea ea ea aa ea ea ea ea ea ea a rea a eae eae ea ee aaa a ea el 





swords-anad-sorcery atmosphere that later games 
struggled to match. Oh, and it's the only Zelda game so 
far to feature a pink-haired Link! 


Aside trom the aforementioned ‘swords-and-sorcery'’ 
atmosphere, the power of the SNES allowed the Light 
and Dark VVorlds — and their populations — to appear 
more alive. This is especially true given the myriad 
characters and enemies you come across. 







Avoiding the obvious Ganon/Agahnim answer, the Turn 


Helmasaur King comes to mind immediately for some Scans 
reason. Probably because of how imposing it looks, plus YOU — og Felda. A Link ae 
have to kill it by smacking its head with the hammer, which To The Past pha Be 
is always fun! Moldorm also stands out, but for the wrong feature 
reasons; it's a real nuisance to defeat if you're not careful! | = & 

es) a) 


The Golden Sword. It turns cute little Link into a death 
machine, especially when using the Pegasus Boots for 
ultimate sword-ramming power! 


=F — 
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Strangely, | like a lot of the little moments as well as the big — 
ones, such as when Link does a little spin and holds his sword 

aloft after finishing a dungeon, or — rather morbidly — his Game 

Over animation, which still holds more charm than other 2D 

Zelda games that employ the same sort of animation. 


A GAME WITH 


"alle 
uper Mario 64 


2° Uf 6=Platform: N64 
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The transition trom 2D game design to 3D wasn't easy on many 
developers. From Lemmings and Street Fighter to Sonic and so many 
others, awkward transitions to the third dimension were a mainstay 

of Nineties gaming. But if you were a Nintendo fan, you probably 

didn't notice that. When everyone else was struggling to find their 

feet, Nintendo strode confidently into a new generation to show other 
developers how it was done. Super Mano 64 wasn't just a good game 
or even a great game, it was a masterpiece of 3D platform game design 
that went unsurpassed for a whole generation. 

Instead of trying to directly port the largely linear stages that worked 
in 2D Mario, Nintendo designed the game around open 3D spaces with 
no fixed end point. Each stage offers a variety of objectives to ensure 
that players explore every nook and cranny, from battles and coin hunts 
to races and puzzles. [he game is packed with memorable moments, 
from little touches like jumping into rippling paintings to big set-pieces 
like swimming with the manta ray. There are no rose-tinted glasses here 
— Super Mario 64 is the essence of its genre, distilled into a single game. 








Turn to 






page 152 for our 
ultimate guide to 
Super Mario 64 
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= Year: 1984 "Platform: Various ® 
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No game Is quite so ubiquitous as /etris. Just about 
every format has a version, official or otherwise. You 
might have been feeding your Game Boy batteries to 
keep playing, but you might have bought one of the 
100 million copies sold on mobile phones, or mastered 
Tetris: The Grand Master 3 in an arcade, or even hunted 
down V-Tetris for the Virtual Boy. It's a game that unites 
gamers of every experience level and every format. 

Of course, it wouldn't be so high if it weren't so 
good. /etris is the kind of game that gets its hooks into 
you — the compulsive nature of sorting shapes and 
eliminating lines means that a one game can turn into 
an all-night session. You can easily beat your score and 
you're sure that last game over was a freak accident. 
There are prettier games than /Jetris, as well as more 
complex games and games that will leave a lasting 
emotional impact. But are there any games which 
inspire more addiction than /etris? We don't think so. 





THE WORLD 
SIMULATOR 


lal =yalaniels 


Year: 1999 = Platform: Dreamcast 








PUZZLE PERFECTION 


170 MILLION: The last 
cumulative sales total given for 
the Jetris series. 

35 MILLION: How many of those 
were Game Boy /etris. 

748,757: Twin Galaxies’ record 
points, scored by Uli Horner on 
Game Boy Jetris. 

6: Number of times Portland Retro 
Gaming Expo has held Classic 
Tetris World Championship. 

5: Number of times Jonas 
Neubauer has won Classic Tetris 
World Championship. 


Flick 
through to 
Page 188 for our 
full making 
of Shenmue 
feature 


There's never been a game quite as ambitious as Shenmue. Yu Suzuki 
envisioned a mixed-genre epic combining exploration and investigation 
with fighting, racing and all manner of minigames. Shenmue was to be a 
eFJaat=mlamuial(eam ele meele|(emt-1| acom-|a\e)al-ardt-]] @-lahva-ale) eRtelem\-laitslem-lale! 
even use any vending machine. What's amazing how comprehensively 
that vision was delivered — though as the world’s most expensive 


Warelstelerclant=mel=n'/s1(¢)¢)aalsialemi@ar-lemcomel<liiicle 


Because Shenmue is so grounded in real life, it doesn’t have the typical 
flow of a videogame. If you're meeting someone at a certain time, you will 
have to occupy yourself while you wait, and you'll spend far more time 
chasing down leads than getting into scraps — just like you would in your 
day-to-day life, right? It’s a game that moves at a sedate pace —- one 
which allows some players to appreciate the detailed world in full, but 


strikes others as ponderous. 


Ryo Hazuki's quest for revenge isn't universally appealing, but the 
players that love it do so with a burning passion because no game- and 
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we're including the sequel here — is quite like Shenmue. 


Turn to page 
74 where we talk 
to Tetris creator, 
Alexy Pajitnov! 
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Q&A: SHENMUE DOJO’S 
GEORGE MELITA 


When did you 
ja first encounter 
3 | Shenmue? 
~~ [first heard of 


= the game when it 
was rumoured to 
be Virtua Fighter 
RPG. | eventually saw some 
'e}ge)antejd(e)ar-|M@@em-|aa-lalen-\-1ait0 Fel 17 
Project Berkley. At the time, the 
igstel lf ileme] ale mie] aaleuarcl@e|celelare(sie| 
approach set itself apart from 
many other games, so it was 
something | wanted to try. 


What are the qualities that set 
Shenmue apart from others? 
Attention to detail. Shenmue can 
make an alleyway feel more alive 
than some game worlds. This 
coupled with the perfect sense 


of scale and fantastic pacing 
helps the player appreciate their 
Ul ecelelaveliale (mm Malomci=1adi elem ats [> 
an charm, while the journey is 
seemingly endless and gruelling. 


Despite the fact that Shenmue 
was absent for so long, fans have 
remained extremely passionate 
about the series. Why does it 
command such loyalty? 
Shenmue commands the player to 
have a very personal connection 
with the games characters, 
surroundings and story. This is 
unique even by today's standards, 
idavelerelamcomar-\v/-e-10(eah- lai ame(-) elie 
title in 1999 was unheard of. The 
series impact coupled with one of 
er lanlialemome|asteicst-1Mellaiarclale(secone) i 
all time makes it tough to let go of. 


Le 

, 4 - ‘ A eo . 7 ? ; Tr ~ J 

s fy. i. $ , en « ; s ; 1 ‘ . 4 : . : t H-- . ed A. ri 2. 48 r@ ee 
eh Fs: Sire 2 ~ ¥ ty mets = L ~ r ' i > , 7 =; - a by at a ee a po ‘ 

—— Reg pe th oh ee ie til a | ' = = — = A ; ie il il ll : ie - =e 4 3 al — ate tN tl = per Z 
4 7 7 ie z _— ‘ as a = [= 35 


\ RE YOU DIE 


5 (le 
ey 

: 
‘] erw 
* 















| 


a 9 * 
' 


[ae @ q - 3 YJ? a a = = . ; s : * = & UD ss = = a : : a '¢ = a q Ss tS 2 675 = T= 2 a on 
cn. Tw a. 5“ . A rz r i - : ~ = ty ; is ‘ 4 t ‘ ’ Pi yt i " 


jt @ 






Aa ty 
Ped ert ett =F ryt = i oe 





ET Sas 


‘922 Mot 





-_ = 


eo = 
tA. atts 


we es 


a2 
a= 


—_—- 


ow 
: ad aed wt 
a: 2 Oe Be 


Turn 
to page 
180 where we 
celebrate Zelda: 
Ocarina Of Time 
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FINDING HYRULE FIELD 
















' @ Much like the Elder Scrolls games, Ocarina 

t opens ina self-contained area, Kokiri Forest, 

te t before letting you loose on its world. Once 

I t you've ventured inside the Deku Tree, you leave 
i. the forest to find yourself in an 


area with loads of paths - . 


to explore — in 1998 


fe 
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this was the most 
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impressive game 
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world out there, 
ppears that the time has 
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) and it's quite 


ly come for you to start » 





THE FIRST ENCOUNTER 


@ You approach Hyrule Castle only to see Zelda 


legging it out of there with her handmaiden. 
After she's lobbed the Ocarina Of Time into the 
moat, you find out why she's in such a hurry 

— she's being pursued by 
Ganondorf. This is 
the first time you 
encounter him, 











memorable. 


THE BEST MOMENTS FROM OCARINA OF TIME 


COMING OF AGE 

@ Time travel mechanics were popularised by 
Ocarinas sequel, Majoras Mask, but they did 
feature as an important story beat here. When 
you arrive at the Ternple Of Time, you remove 
the Master Sword and are 
transported to seven 

years into the future, a 
and everything ' 






has changed... 
including Link. 
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treasure which Zelda belt bebsinel. 
HM glows with a mystical Hight... 


AN OLD FRIEND 

@ After leaving her in the woods, you finally 
reconnect with Saria after beating the Forest 
Temple. Saria is now the Forest Sage, and Link 
reawakens her by beating Phantom Ganon. Saria 
expresses her regret 
that Link vanished 
for so long and 
professes her 















unrelenting 
friendship. 
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THE HORSE WHISPERER : oe 


@ When you return as an adult, Lon Lon Ranch 
has been bequeathed to Ingo by Ganondorf. After | | S 8 806- Bieseeo oe 
paying Ingo to ride one of his horses, if you play . 
Eponas Song on your ocarina, Epona becomes 
tame and allows you to ride her. After a 
couple of wagers, you win the horse 

from Ingo, leaping over the walls 4 





before coming to rest on top of 


— 


ee 327610: 
= A \LinksTo‘The' Past’ 


a hill in suitably heroic fashion. 
A great moment. 
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Nintendo's magnum 
opus sold over 20 ats 
million copies and 4 

launched one of the a r 
greatest consoles tie 
of all time. Nick “#" 

Thorpe takes a look wiz 

back at Mario's cs # 
very first 16-bit tt. 
platformer for the 22 
Super Nintendo 4 
greatest game ever, aif 
as chosen by you * 






YOUR 
FAVOURITE sic 
POWER-UP a 





= Year: 1990 = Platform: SNES 


When Nintendo finally entered the 
16-bit console race in November 
1990, it was in the unfamiliar position 
of having to stake its claim to market 
leadership against real competition. 
The company responded In typical 
fashion, by launching the Super 
Famicom with possibly the greatest 
one-two punch in videogame history. 
The turbo-charged Mode 7 racer 
F-Zero offered plenty of substance, 
but its appeal hinged on style and 

the lure of the unfamiliar. It was 
Nintendo’s way of demonstrating 
technological superiority. On the 
other hand, Super Mario World 
definitely looked the part, but its main 
function was to provide substance 





» Sumo Brothers are challenging —they'll hammer 
lightning downwards, setting the ground below ablaze. 
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Super Mario World 


and familiarity (in fact, the game bore 
the subtitle Super Mario Bros. 4in 
Japan). With it, Nintendo intended 

to reaffirm its position as the world’s 
leading developer of videogames — 
and it succeeded. 

To advance the game past its 
superb predecessors, Nintendo 
assigned a mixture of veteran hands 
and new talent to develop Super 
Mario World. Of the 15-strong team 
that developed the game, nine were 
returning from Super Mario Bros. 3 
and one had previously worked 
on Super Mario Bros. 2, while the 
remaining five had no prior credits 
and injected some fresh insight. The 
other major change was a new lead 
game director —in this case Takashi 
Tezuka, who had previously served 
alongside Shigeru Miyamoto as 
an assistant director and later co- 
director. Miyamoto himself remained 
on the development team, but 
stepped back into the less hands-on 
role of a producer. 

As far as the basic game design is 
concerned, the team wisely decided 
not to fix what wasn't broken. The 


block-based level designs are familiar 


to anyone that has played a Mario 
game, and Mario's skills and abilities 





that, the I 
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» This swarm of Bullet Bills is testament to the fact that 
there 5 areal challenge present. 


are largely drawn from Super Mario 
Bros. 3, albeit with a few tweaks. The 
variety of special forms was scaled 
back to Fire Mario and Caped Mario 
(a new form, but one functionally 
similar to Raccoon Mario), and Mario 
retained the ability to kick carried 
items but could not boot them 
skyward. Other than 
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» portly plumber gained a 19.8% of 
as acelaale-lalelanianucnielain readers included 


of Yoshi, a dinosaur that Super Mario World 
ili me [e-laimallaam-Male(ce-lareR-ret on their ten-game 
quite a few of the enemies ballot — far in advance 


that stand in his way. of Ocarina Of 
Aatewaat laine cleakeli Time’s 13.8%. 
Super Mario World was its 
structure. Super Mario Bros. had 
lajdgele|(e-leMag(-meve)ale-)e]/me)manlelii|e)(- 
stage exits with its Warp Zones, and 
Super Mario Bros. 3 had introduced a 
world map to the series. What Super 
i VElelom sola legel(o''r-\-mcomee)anle)iat= 
dal=mavie mere) per>]e)e-mialcem-Male)ariiialst-|s 
experience. Whenever a stage had 
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i 
in j : more than one exit, there was usually —_ variation. When you first hear the easels OND slopes 
ay We (eleleMazt- [10] pm (ee--\-) @igl-im-> ae: overworld music, you get your first make the solution to this line of 

i : exit — at the very minimum it could experience of a melody that persists enerece Shine 

; : s Flom Coe-m-i-[eg-)a-j¢-[6|-Pm ele) aimaal(erals dalgelele|aleleimial-mer-|pal-Pmrelganliare mtal- 
Fe — rl (fom (-t-[e M(ee-Bu-|ge he) m@-\1-19me)al-Re)m tal= basis for almost every piece of action 

= al ; game's Switch Palace stages. When aalel-i(emsce)aamial-melale(-ige|celelalen-lale 
2 @ oe completed, each of the four Switch underwater stages to the castles 

# rt Palaces activated appropriately and ghost houses. Likewise, while 
8 2 | coloured blocks throughoutthe game __ it's always visually enticing, Super 

ok, — you could tell where they were Mario World's wealth of levels means 

Sel ta meant to be thanks tothe appearance _ that it inevitably reuses backgrounds 

is =| of their coloured outlines. Often they and objects frequently. What's 
ce = [eksiaaarcle(smaaliatetcw-mliad(-mot-l-j[-1 me) more, the game makes sparse use 

P s 's) (ele: ¢ialemelam e)iecme)m@ eee) ileliale m=) aag-| o)Mial= mee) arcie)(-wow-lel'sclale-le he) e-] 0) aller) 

f ee “ 'o)(=)90) a patsymele | meleter-l-y(e)ars|| Naan oN features — where other designers 

F a ViV(e10| (om el>Meigulei-]m(emaat-|.4ialeme)nele|aci-y-p salle |) melon (s)agle)(ciemrome(-\-1(e)aNin 

; In retrospect, Super Mario World such a way that highlights them, 
ie ' is surprisingly economical with transparency and Mode / scaling 

oe its resources, given its status as a lao mee)e-)(e]ar-|a-me)al\ae(=)e)(e\i-16 ge (oe 1 LS) 

0” a) showcase game for a new console. where they make sense in the 

. he Take the game’s music as an context of the game design. 
te example — Koji Kondo’s soundtrack That's the real genius of Super 

: mE , makes excellent use of theme and Mario World, though - itis a 
ean o . re ee Le iis textbook example of a design team 

~ om but gains far more from, e Aye faavelatcle [ine mcemaatcl<cecmlel@ice)an a little, 
r = pera —, | shies Sacre ew EE TE » Blargg is a sneaky foe, checking 

rr i. wey 3 i! (Sy asMEntioa seo sh take the scenic that you're approaching before it 
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to the climactic fight with Bowser, Reise ets “Serenity 
and never encounter the contempt pity Se Bases 
that repetition breeds. When you 
encounter a tense section in which 
W/olUMalejemel=laulci-Jem aslo) alaleme)i-laie)eaats 
as buzzsaws hurtle towards you, 
that's the only time it'll happen. Even : 

lateanth rilfind ‘d » Secret exits are the key to Super 
x EET Rate La. Seabee MELE ee la Mario World's long-term appeal (pun 
i <oeeMagt-r4omelelli@ine)same)'i-jal-|e)e)iale definitely intended). 


ne 2 meltht + game, taking inas emerges from the lava. 
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Start with Yoshi's Island 2 

and play normally until you 
reach Donut Plains 1. Once you 
get there, grab acape froma 
Super Koopa. Use it to fly to the 
key near the end of the stage 
for a secret exit. 


® !n Donut Secret 1, you'll 
need to find another secret 
exit — you can do this by finding 
a P Switch, then using it to turn 
these blocks into coins so you 
can retrieve the key from the 
Question Block. 










ar 
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Donut Secret House has a 
hidden boss fight — you'll 
need to trigger this vine, 
pictured above, then use a 
P Switch to reveal a door at the 
top. Beat the Big Boo and you'll 
gain access to Star Road. 


© 6 Super Mario World is 
surprisingly economical with 
its resources | 


layers of moving rock. Those ideas 
which are re-used, such as the new 
puzzle-centric Ghost House stages, 
are presented in ways which leave 
rere (e1am=) alee lel aycs) mists) ilalemelivilaleie 
What's all the more surprising is 
that this level of creativity is found 
in the series’ fourth game. Some of 
imer-|amelsm-)aeg|el0ic-1emcomtal-m ele) '-) me) 
the SNES allowing the designers to 
do things that had previously proven 
Tan) eley=t-}/¢)(-er- lao mtal-e-leleliecelameyar:| 
save battery certainly enabled the 
=lalolsaarelel-mel-laal-Mive)g(e mien e\-me-y-]|[-1-10 8 
However, credit must also go to the 
development team for breaking new 
fe]aelelacom"ialsiamiMmtele|(omal-\7omelel-18 
easy to just provide a slightly prettier 
Wie] ectlelame)mriatel@atelemele)al-mel-vieli-s 
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» Hanging off a dangling rope while avoiding buzzsaws is 
a unique thrill —it only comes up once. 
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But Super Mario World was 
all the more special because It 
represented the end of an era, as the 
Eimircleliitelarcla@mi/--aene)tcinielaant-ie 
icomaliacmale)satsmere)arsve)(-M ie) ments] aac 
year. Yoshi's Island was a marked 
departure from the traditional Mario 
style, and Nintendo took its mascot 
ialcemeat-m ue) g(eme)m) Bh ie)m alicnal->amaats| (els 
console game. By the time Mario's 
side-scrolling adventures returned 
inthe New Super Mario Bros. series, 
declelidelat-|me)p.(-)e-laer-|alemeallelelal-tomar-le 
been left behind and things never 
quite felt the same. 
vel to your votes, Super 

alvid 


rio World is the greatest game 







of all time. It's not hard to see atclacieMalescitelie item imi aarelaelsialets 
because it comprises all the ' gether as retro gamers, and 
ere) reliale mem anlU mle)! Elaals 
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Do you want beat this classic, but are pressed for time? Worry 
not — with this guide, you'll have the game finished quick 





» The boss themes use the same melody as the action 
stages, but they feel completely different. 


.) TIRE iz 33 


S0c20 


Beat each Star World stage 
by finding its secret exit. In 
Star World 2, you can acquire 
a blue Yoshi which gains the 
ability to fly when its mouth is 
full - make sure you leave the 


In Star World 4, use your 

Yoshi to fly beneath a 
section of blocks to reach 
the exit. You can now access 
Bowser’s Castle and beat the 
game, having seen just 12 of 
stage with it. the game's 72 stages. 
eleleleimel-laalialemiat-iael-1e)e)(om(e\i-mm lt 
Kole) <u aliasmecelelaletcmiie)ale(siaiblm-lalemt- 
masterfully designed, offering players 
an experience that can be enjoyed 
in whichever way they prefer. If you 
want depth and discovery, Super 
ETatem 4 (olgleker-lane|\i-mele miele Mele 
Wiee]almcenaat-]<cR'elelmu-\alental-E-lale 
Feiome[0](e14hvastom ole)-1-118)(-maalcelele lame abit: 
force, that's allowed too. It represents 
familiarity, as a sequel featuring one 
fo) tal=Manlelsja@asieelelalict-]e)(-eeatclec(eicles 
eleva [ery lamer-laalialepaeleialen-|inejmeleje) 


» Ghost Houses typically offer simple 
obstacles but tricky navigation, 
requiring brainpower 

over quick reflexes. 









culture. However, as a launch game, Berero og. ue (2) rat 
it also represents the thrill of new a = eatin 
things — that unforgettable rush of 1 ie oe 
excitement you experienced when = | @ 2 & 
Wel Um-t-\VVmar-ige\uiclaomelelialemaaliale [= EC SEERS [-. 

Viele he Nat-\"7-lmtatel'le] aya efess-1] 0) (-Wir-lare i 

inat=MUlaleelUlare(-vem sles) e)[lit(stom tary: ®n aaa 


presented themselves in your mind 
as a result. It's a game that can be — 
and has been = enjoyed by players of 
all ages, from all over the world. 
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Q&A: ROBERT 


FENNELL BOSS RUSH 


Known online as GreenDeathFlavor, this speedrunner What kind of hero would Mario be if he didn’t bring down a few behemoths 
shares his insight on demolishing Mario's finest game on his travels? Here's a rogue's gallery of the miscreants he comes up 
against in Super Mario World 
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My first encounter with Super Mario World 
happened in 1992, when we got a Super Nintendo REZNOR 





~ and my siblings and | were playing in the living § This quartet of fire-breathing triceratops 

room. | was a Mario kid — we had all of the Mario stands atop a set of rotating platforms. You'll 

games. My best Mario memory is when | was need to bump them from underneath, but watch 
first in our house to beat Super Mario Bros.. out! Once you've knocked a couple of them from 

their platforms, the ground beneath you will start 

What's your fastest completion time for Super Mario World, and to give way. If you can’t take out the remaining 
rey Vitme [fem YColl i: loa) (-\-m eg beasts, you'll need to hitch a ride on their 
My fastest completion is in 9 minutes 47 seconds (9:47.58). | carousel in order to finish them off. Oh, and if you 
acheived that in January 2015, breaking a tie between myself and were wondering, Reznor is named after the Nine 
dram55 when we both had a personal best of exactly 9:48.98. Inch Nails frontman, Trent Reznor. 


BUat-uaelamucmelelal-meliialem-melllccamiamealcRer-lan(-m dale) ams lm eal) 
fei(oleeme|{i(eamm a'aalclam\vit-lg(emece)|(-le1tce-mee)/amtat-|@m (e)-jal Mim.) ele lel. 
to eat, it gets replaced by the next available sprite, in this case, 
the Chargin’ Chuck. Chargin’ Chucks have the ability to give 
power-ups when eaten. In 2014, it was discovered that you can 
eat a Chargin’ Chuck as small Mario and the game will give you a 
=) 41 (0 el (o]e (Pal Mal-M Mr-|.41c0 mel (elU (eM i-mOl-1-110| mol-ler-l6l-8| mer-lamanr-lallelel rite 
Bowser in the Bowser fight, making him stop instantly when it's 
eaten dialeme)icrcie)gci-)a mem ia(-M(-18 em MalloMantsr-latomizelemerc|anere)aale)(si(cmials 
final battle up to a minute faster. 


Taeer-lalerclavm Milarciihvae(e)@-B-1e) eM eel amu uitae-eelelem fe)\-\-1m er-)ail~ | 
which resulted in a new record which has stood for ten months y, Mario spends most of his time running away from 
now, but is beatable. The record could very well come down a these ghostly baddies, but the Big Boo resident in Donut 
AU) | Bs\-1ee)aleme)manlelecRiitan-mel-)a(-( m0 lap ol ‘ Secret House is an aggressive sort. Unlike his compatriots 

| elsewhere, he's capable of disappearing at will and is 

Why is Super Mario Worldsuch a good game to speedrun? accompanied by a couple of regular Boos. You'll need to pick 
| believe it's agood game to speedrun because it's a relatively up Grab Blocks from below and throw them upwards at Big 
easy game to learn. A lot of levels are beatable by just flying Boo, but they'll only hit when he turns visible. Three hits 
over them. There's also a lot of variety with this game. If you're should be enough to see him off for good. 


Kole) alate mie)mr-mrelsiast-ly "mae lamycele Rer-|amelol-leh'als\\.2]/ Mim Y.ele mace lole) <lale 
ce)m-1e)aal=iialiale W-Me)im(e)alei-) m\celemer-|anelemale me) t-|m\\'/e)s (em Oimerell|s-1-5 
there's 96-Exit where you beat every level in the game. You could 
S\Vslamesteliicialel=miceleleciclMiUltamialsMalemerc] el-Mer-ltclele) are 


IGGY KOOPA 


What techniques are essential for any Super Mario World After battling your way through Iggy's castle, you'll 
speedrunner to succeed? encounter him atop a tilting platform, floating inasea 
b(olUn-jalelelie olay ihreuan the (eF-laal-m-Me)lmcene(-1m 01-10 mconial-mer-laal= of lava. What follows is a deadly sumo contest, as you try 
and its physics. Then practice every level and watch videos to to push him into the molten rock while he tries to toast 
learn new strategies. New runners can find videos for every level you with fireballs. When you jump on him, he'll always 
on smwwiki.com. | like to use a lot of visual and sound cues. | slide downwards — so ideally, you want to time your hits 
dnvlal@i@om ian) ele)atclala om ilacemeni-riomeel-\-mie)m-).<-le liao manleuecm i iia for when he's close to the edge and it’s tilting down. Fire 
dfelayainlelelmylaiatelo) comm Adalslamrcelematc\ici-]/Mtal-Bel-l)(emele) i smielemer|n Mario makes this fight a walkover, incidentally. 


lel=te/iamcoe-icele\va-| nem (-t-1aame|iceal-\-im\.e]0|me lel: Mi-meme(-1@- reli mllaalce 
lf you really get into SMW speedrunning and learn everything 
ial=)eni mcm] | e-]eleleimtal-melsialemm (olUme-/ammel-lma-[ee) ce 
overnight, you need to put in a lot of _— 
attempts. When | first started | had times 
of over eleven minutes. It took me about 
-BVict-1@-1aleR-Mal-limel-1(e]s-m mele) aniel ale, | 
record in my category, so patience is FF. 


definitely required. 
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MORTON KOOPA | LUDWIG VON KOOPA ROY KOOPA 


Your mere presence is enough to “ Hey look, it’s a throwback to the original Roy's fight is much like the battle 
drive Morton up the wall - literally, as a é 7 
he runs towards the wall and then runs the Bowser of old, standing on the right of are closing in, making for a claustrophobic 
straight up it and onto the ceiling. Once the screen and breathing fire at you, but now work environment. He is defeated in 
he's up there, you d better keep moving as hes got a twist — a spinning backflip which : exactly the same way. 
he's going to try to jump down onto you. makes getting behind him less of a brilliant 
When he lands, turn the tables on him and plan than it might seem. Jump on his head a 
jump on his head. He's the game's easiest few times and you'll see him off. Incidentally, 
boss, and a few hits will see this him off Ludwig Von Koopa boasts one of the game's 
without much of a fuss. few non-repeated boss templates. 


Super Mario Bros.| Ludwig is much like against Morton, but harder — the walls 





LEMMY KOOPA WENDY 0. KOOPA 


Lemmy is quite happy to try to trick you rather than attack Wendy shares her brilliant plan with the 
5. directly, momentarily emerging from pipes while hare-brained Lemmy, substituting the 
employing two decoys. The only threats here are the fireball uneven pipes for a second bouncing fireball - 
lazily bouncing around the screen and the time limit, although eons so you face a greater threat, but with greater 
the pipes make movement slightly tricky. Jump on Lemmy’s : ' bs | p= mobility. Jump on her head. 
head three times and you'll defeat him. a : | 


0 One of only two completely unavoidable boss 
1 fights in the game, Bowser has various angles 
of attack. He ll try to ram you with his flying machine, 
he'll drop fire on you from above, he'll roll giant 
metal balls at you and he'll lob Mechakoopas at you. 
The latter are important — to beat him, you need to 
immobilise them, then lob them upwards and on top 
of Bowser. After a couple of hits, Peach will give you 
a mushroom. Then rinse and repeat! 


LARRY KOOPA 


.° has borrowed that fancy tilting 

# platform from Iggy, and hes hooked up 
the lava fountain to spit up some nice deadly 
fireballs too. Give him a nice hot bath. 
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ith modern-day game characters often being 











consumed, its eyes ‘escape’, hastily retreating to the central ghost 





Craig Grannell talks to Toru lwatani about how he created the 
aavey=i mi (xe) al (ometat-]e- lot (=lam a MV/(¢(=\eler-lpal-s-M a) ite) mYame(-\ icicle Me) at Me) mi tals 
eaves) yale lela lave m-lalemece)e)(=1e Mel-laa(- Mie) aat-lCoe- ale Male) MaMa iiiccre 
his creation for Xbox 360 









mw INTHE KNOW 





designed and scripted to ape Hollywood movie pen, whereupon it's reborn. 
stars, it's somewhat pleasing to note that a yellow SMalismelsialt(smmeleleletiar-|qeic-lemel-leal=/e)(-\mri7- lcm ale m-[ ee (01-)p) er lomual > a 
circle with an insatiable appetite for eating pellets §= game's designer Toru lwatani explains. “In the late Seventies, 





remains the most enduring videogaming star 
to date. After all, which gamer hasn't played 
some variant of Pac-Man? According to a May 
2008 report by the Davie Brown Celebrity 
Index (dbireport.com), which scores celebrities 
iroM=\/:|[UE-1tcM olel-initt-|Me)cele lems ele) (0 el-1e) e) (- 
Pac-Man was recognised by 94 per cent of US 
consumers, outstripping even Mario, which 
is pretty impressive stuff. Pac-Man's appeal is, 
ironically, akin to Hollywood heavyweights like 
Tom Hanks and Will Smith. 

=| 0) miglicw-] 0)0)-7-] {male me(ele]e)me(ouamComial= 
i] aym ol=y-(ec110] Mar-lt0le-Me)m et-len\V/(-1am-lalemali-w-(e08T-1| 
actions. He explores a simple maze, munching 
(e[o) tym ole e-j0(-1em o)\'ar-Me|0l-|a(-1me) mer-|acelelamelale-jtcn 


When Pac-Man eats one of the maze’s four power pellets, the 
el alossjtcmielgamellesm-]alemilciommare\diale mole le(e(cal\vaelsiere)aalomslelle)(om-lale 
decidedly non-threatening. However, even when a ghost is 





» Toru lwatani with an altogether cuddlier 
version of Blinky/Akabei, along with similarly 
soft versions of Pac-Man. 


videogame arcades, which in Japan we call 


— ‘game centres’, were just playgrounds for boys, 


elavemtal-me)alavandle|-1elel-lanlct-me)pme) alc m\i(-16-m e) a0] t-] 
affairs involving the killing of aliens,” he 
remembers. “My aim was to come up with a 
game that had an endearing charm, was easy 
Com o)t-\’Ama\e)h'-10 m(e)eme)milelalcualstclatclemillape-lale 
that women and couples could enjoy.” 

ite ]€] modes |e Colom talial<iarem=lelelUimis(e(cleler-laal-1 
ideas in which the key word was the verb ‘eat’. 
And, yes, the pizza rumour ts largely true — 
suitably, while at a lunch, a fast-food favourite 
forever changed the course of gaming history. 


“With ‘eat’ established as the key word, a shape 


caught my eye,” recalls lwatani. “I had ordered 


a round pizza, and it was missing a piece.” In a ‘eureka’ moment, 
lwatani says, “the shape of what is now Pac-Man flashed through 
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Hack-Man 


With its efficient, simple 
gameplay and aesthetics, 
Pac-Man was popular fodder 
for the hacking brigade. 
Basic hacks involved minor 
gameplay tweaks, such as 
speeding things up, while 
slightly less basic hacks 
messed about with the maze, 
rele-)®)aliecm- ale e-e]0 [ale meee leliare 
to the original game's pristine 
polish a veneer of sticky and 
semi-random digital jam. 
The hideous Joyman, with Its 
ghastly audio and broken maze 
E\Wo] 0 lem pale\-)male)t-|9)\"a die dele 
Pac-Man in the head with all 
the subtlety of a size-ten boot. 
The most effective hacks 
are those that respect the 
original formula — Hangly- 
Man's amended mazes — but 
GL's Piranha is an exception. 
Removing the maze and 
shifting the setting to a 
claustrophobic underwater 
cavern — the eponymous 
piranha pursued by ravenous 
octopuses — gives the game 
an edge in terms of focus and 
originality that other hacks 
typically lack. 
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Even in those early gaming days, videogame characters 
had a little detail, but Pac-Man was forever destined in his first 
Taterc|aatcielelamcema-iaat-l[a@-Mvs-11(e)\u me lem i] tame m eri} (emaalelel tama li <cmel a 
incredibly simplified version of lwatani's lunch. He notes that 
Se) Aalemeie(e[e[stoi(cle me) Malem il aglom sate] @e)ialeimee)an) ele )alsialtce-alele (em ele 
le le(cle maci0(ealr-loms\Yciopm Oli talolamlalsicomiielel(emelomalemsialemcen talc 
additions. lt seems keeping things simple paid off in spades. “As 
design concepts, both Pac-Man and the ghosts have a simplicity 
and endearing charm,” lwatani says of his decision to keep the 
graphic design streamlined, also suggesting that the visuals of 
the game helped it appeal to female gamers of the day. 


he elegant clarity of the character design also 
influenced the game itself. The food for Pac-Man to eat 
was initially strewn all over the screen, but lwatani was 
| Melo] amCoMslarcielccmer-laalole-muelel(emianlsatcie|(-lcl a dae mniarelt 
come (om MY '/clalcsemcom-iianl®)/iavmerelanls)6)l-\"me)elcieclle)aper- ale mcremtalsm ests) 
foleceUldas10 mM Comaal-me)mee)al-jtaeleitialem-Maal-r4-Mlamal(eamene\ysiaals aM (cl 
igctJgleit-lem omeal-m (ell) mi el-\-)(eme||a-1e1(e)ar-eeme)| om-lalemele)uViar 
left and right,” he says. With this structure in place, 
the game's objective became more obvious, and 

the lead character soon gained his moniker, ‘Pakku 
Man’, based on Japanese slang ‘paku-paku’, which 

fo [ete gleltom talemcrel0 ale me) mtal-manteleldamuvzali(sm=r-llale p 

(Wb at-meyale|lar-|mel-lpal-Momltiomoiele\-i-re 16 [cr a1eh"mel-ler- lente 
Puck Man. The US publisher, Midway, renamed it 
Pac-Man to stop wily hoodlums amending the ‘p’ in 
‘puck’ to an ‘T’.) 













NAV/itgmtalsmefclagtouom oretsi(omere)altcialm@e(=toli/ Mul itammiutcitclalmactsl itso mit 
wasn't yet much fun, and so enemies were added to the mix, 
fe)ge)'a(e)|avemcziatsi(e)ame|alem=>.celtciaal-lalem-|alemaat-|.<ialemiar-meal-|i(-/ale[= 
ifo)me)t-\'{-]e-mComel e-em colelemine)aamial-maal-/4:MmOlalerier-li mre) mani-mtlanlce 
Nite) es ali ace) Me) alhvae(s\"/o)(e)elclemauleliaatsiait-|avareim els el-|Mialcellile [ojala 
fo) mn talsme|alel-jtcpm elU) Mc) alc] acre Mot-[eamelalcm arco mice) am elcleselarel1Ay 
fo) mle) a e-yme [6 (-mcomanteyyiale mle lem-|at-[e.4) elem a-(en\"/(-1a mami eme) yam els 

“The adversarial TV cartoon Jom And Jerry helped shape the 
relationship between Pac-Man and the ghosts,” recalls lwatani. 

il a(-lemiat-e)cele|e-laalaaliaremel-i-1abe-10 (eam ial-lmegl-mcel0| mela le\-ie-mere] alice] ali] 
attacked Pac-lVlan’'s present location according to the same 
FelfelelaitalaaPmualsme]alessitcm' ele] (em (ele) alll .<omemi(alaleme)m e\st- (eM Alas] fo¥> 
dptomtalall miamcat-|earelem MlaligelelOlecrem-\laviel-m-|(elo)ditaleatcmeal-im@ar-[e meals 
fe} ates=jtomece) pall ale m=) wtelend\"/fela mice) sal-|imella-veitle)a\-am 

And so we were introduced to Blinky, Pinky, Inky and Clyde 
(Akabei, Pinky, Aosuke and Guzuta in the original Japanese 


release). According to lwatani, the ghosts attack in waves, before 


dispersing and attacking again, which gives the player some 
regular breathing space and appears more organic than 


arcade games like Space Invaders. (Over time, 
these waves are harder to identify, and the ghost 
attacks become swift and relentless, somewhat 
contradicting lwatani’s desire for a non-stressful 
game, but providing a necessary long-term 


often disagree with exactly how the algorithms 
work in practice, lwatani has in the past stated that 


66 Idesigned the game so players of 


» When Pac-/Manwon awards, it dicin't mess about: 
these are for the ‘most successful coin-operated 
game in history’ and ‘game of the century’. 





any age and either sex could play it 
straight away, without reading a 
game manual? 7 toxiwsran 








the kind of incessant attacks that had plagued earlier 


feiareli(=jale(smie)mcicrsicielalsiem e)ie\ clam malialelele|amel-laalsi as 




























































































RAC-MAN, 


j;l je 


CONVERSION CAPERS 


With myriad Pac-Man conversions available, we look at 
the most curious examples 





Blinky is designed to chase Pac-Man, but that 
Pinky’s goal is to aim just in front of Pac-Man, 
hence why the two often seem to ‘sandwich’ the 
hero. The movement of Inky and Clyde is more 
random, the end result being that Pac-Man is 
pursued in a natural way, rather than in a robotic, 
pre-defined manner, which makes everything in the 
ferelaaiomici=lmentsl@anle(eamanlel(cmacts| [item 
The attacks aren't entirely one-sided, however; 
as noted earlier, the maze contains four very useful 
power pellets, which temporarily transform the 
ghosts into a ‘scared’ blue form, enabling Pac-Man to turn the 
tables, hunt and eat them. “The inspiration for the power pellet 
was the spinach in the TV cartoon Popeye,” explains lwatani. 
“The power pellets didn't exist in the planning stages at all — they 
laals]e [creme lUlaiaremig(-Mel-\1(-1(6)6)an\-lalm@cje-|e(-M-l-m-Micl-100 g-Mie) mie laaliare 
the game around, and made the game vastly more interesting.” 






























FAN i catolelelamtat=meo)aa)e)(=1(s10 Marcel //-]em-iale(s1em elem alle)e)iale mice Ge Atari 2600 ; © VIC-20 Ses piacepie 
over quarter of a million units, lwatani notes that the game's Embarrassingly drawing attention to itself via While most VIC-20 owners had Atarisoft’s dire 
me wii an ‘Atari National Pac-Man Day’, this conversion conversion, Japanese Commodore fans were 
impact wasn't immediate: “In Japan, the game met with a ete leyalers-te| Wace] itcleminelaaMaatls citlalem sli-cictlicwee\ enjoying HAL Laboratories’ superior take on 
lukewarm reception at first, but it then proved to be a long seller | flickering mess, the game's dreadful maze layout Pac-Man. Commodore renamed the game Jelly 
over several years.” Amusingly, its success in the USA also took and ropey gameplay led to a shortfall in sales, Monsters outside of Japan, but fell foul of Atari's 

with five million cartridges left gathering dust. legal hammer of doom, and withdrew the game. 


people by surprise, with ‘experts’ of the time judging Rally-X to 
be 1980's game to watch. However, lwatani’s ability to attract all a 
i 4jatelsme)mel-laal-le-Pme-]ealoimtarelamel-)m(cl-al-[e|-1e-M <-1-1 ame) ame)(e\iinle mele) 
aliens, hit home. “Overseas, it was a massive hit — people who 
normally didn't play videogames became avid fans, and there a 
was much media coverage of the playing of Pac-Man," he recalls. 

The game has also stood the test of time, being converted 
Com pa\v/ar-(eme)(-]4(0)agat-pe- lace Ml @c-re|0|t-la\var-|e)elsi-|e-me)amee)aale)i-le) ats ry 
and various online services to this day. “| designed the game so 
that players of any age and either sex could play it straight away, 














without reading a game manual,” says lwatani of his creation’s s baal ee | ee | ee 
arelelaiare mele) elelt-|sia ama Mal-mel-lagl-m-| em ee) pit) laMalelanl-icelel-me(-it-]|(-18 ¢ Fujitsu = 
stratagems for reading the players’ psychology.” Namco’s 1984 MSX release eschewed the latsitcr-[emelmce)l(e\ Viale Mial- ml" e),@e ela 16-110) eS 
ms)a ats) ekoMelatcilse)atsiiave| hVAm i"'cclts] a) me (cl |patcm alshe male) M@ac\aisi-M alts z= horizontally stretched mazes of most home method of dealing with varying aspect ratios 
game in any way. “At the design stage, there was a ‘shutter’ conversions, instead shifting the score display to between arcade and home screens, 1984's 
feature, which opened and closed, acting as an obstacle in the the side of a smaller maze that retained the arcade § Japanese FM-/ Pac-Man release rotates the maze 
th ¢ th vais ee: | ' Vd bh | hina Fhe final parent's aspect ratio. This device remains in use by 90 degrees. This means no stretched maze and 
nmicialeliaiieianameng, Gabiaiian: meinen seiniade. alent seaimciennialie rq today — eg: in Pac-Man plug-and-play TV games. no weeny graphics, but the change disorientates. 


game. Why? Because Pac-Man is complete to such an extent that 
(ol: [ee Me)m(om-10]e)tc-(e1m@-la\ainlialem-|@-]|Mulelel(emel-Melal-(ee-)e)t-le)(- mm 
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= ow es oe = | ay ES ' | 
© Game Boy Advance © iPhone 
= A touch of the crazies descended over Nintendo The Pac-Man conversion for Apple’s handheld is 
HO when the NES Classics line reached Europe. mostly unremarkable and accurate, but the lack of 
=a cer Pee fe ee ee AV tnmece)|(=eit-]8)(-Mele)<-t-mell(eal-10M-lale Me)s(e-me-| [1210p tactile controls results in curious control methods: 
a ee beter Ss Ser BET St you got a botched port of the bog-standard NES ‘swiping’, an on-screen D-pad, and tilting to move 
Wo. oe SS we ia conversion for more than the superior Pac-Man Pac-Man. Swiping works best; directions are 
eee ake they oe ney Collection cost at the time. Nice. confirmed via an on-screen joystick. 
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» Semicon’s mid-Nineties Hyper Pacman provides an almost Bomberman-like take on Pac-Man, 
throwing strange boss fights into the mix. 
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w\ee MA N M L aye N ES A brief overview of notable arcade-based 
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» UA rampaging Pac-Man on level one devours a ghost before laying eyes on the cherries. Meanwhile, a resurrected 


Pinky sets out for revenge. 


DEVELOPER 
HIGHLIGHTS 














€ LIBBLERABBLE!(ricturep) 


SYSTEM: ARCADE 
YEAR: 1983 


© PAC-LAND 





SYSTEM: ARCADE 
YEAR: 1984 LJ 


© RIDGE RACER 


SYSTEM: ARCADE 
YEAR: 1993 [| 
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Ms Pac-Man (1981) 


Fed up waiting for Namco’s 
Pac-Man sequel, US distributor 
Midway struck a blow for 
gender equality by releasing 
GCC's Pac-Man hack. Along 

MUItaies el=12e (ale mele maal=Mel-lani-i-lale 
amending the hero, Ms Pac-Man 
includes new mazes, more 
Weela(sleme|alel-imel-iar-\ [ele] ml ale 


hj 
C) Beose || 





everything in his path. 





DJ-t-je)|(-Mar-\ dine mela <-1eme)am- Mat (e(-i-lale[-Melmel-l-1-) (em ()t(-t-me\Ycl8 
the years, including the excellent Time Crisis and Namco’'s 
classic racing game, Ridge Racer, it’s clear lwatani’s heart always 
remained with his disc-based creation. During the Eighties, he 
was involved in both Pac-Land and Pac-Mania, with the former 
being his favourite. “It pioneered action videogames in which 
idaloeoie claim ile) cmale)ercelale-||\vawateere)ge|/ ale m (om iecmet-t- 100) me) al(e(-] 08) 
Miyamoto, Nintendo's Super Mario Bros. was influenced by Pac- 
Land," he says, proudly. 


owever, it was during 2006 that Iwatani finally got the 

chance to both return to Pac-Man's roots and design 

elam=ialef-le]/ale mm aavele(=isatcer-\/m-\10)(61t(e)ame) malice) sle|lale) 

creation. Interestingly, instead of releasing the game in 
the arcades, the chosen platform was Xbox Live Arcade, and the 
game became Pac-Man Championship Edition (PMCE). 

“The time was right for a next-generation Pac-Man, because 
the Xbox Live Arcade environment supports real-time 
competition with score-ranking via the internet, and improved 
design through its hardware specification,” explains lwatani 
about the origins of PMCE. “My aim with the game was to 
achieve legitimate evolution, with simplicity of game design and 
absence of the superfluous as my guiding principles, because, in 
my opinion, few players look for complexity in gameplay.” 

Guided by the same ground rules that defined Pac-Man — 
TaalaatsreitclenAm-sianleliiiavAmiaalaalelalia’mcemtclaleler-le|-m-l ale mele) iaele-) 
oliais)ac)alestseare ale Mam lal] @ciolarciome)mNi'cclaltiaremceme)i-\arclalemal-\cmielar 
which is what the world’s videogame players are looking for” — 


Super Pac-Man (1982) 


Namco’'s Pac-Man sequel 

falfot=] e)ele)[alicremaat-la\ melele-i(e(-me)i 
Japan, due to the fact that the 
gameplay was substantially 
altered. You still clear mazes, but 
aplelaleame-|ce(-16-mel-1al [ale mer-|(ciomiptes 
open when keys are guzzled. A 
‘super power dot’ makes Pac- 
Man grow Hulk-like, to devour 


» Pac-Man Arrangement, released in 1996 as part of Namco Classics Collection Vol.2, is a 
successful Pac-/Man update, with pretty graphics and interesting new features. 


Jr. Pac-Man (1983) 
Midway again did the naughty, 
creating this effort without 
permission, and Namco 
terminated Midway's licensing 
agreement. Namco still 
doesn't recognise the game as 
official. With its scrolling levels 
fo) s)fitcieciilaremiat=melete|iat-|M-milelaliiy 
alejalsieM-jee-i(cle|(emer-|agl-))[-\"ANl as 
easy to see why. 





Pac-Man Championship Edition broadly retains the original's 
core gameplay, tasking the player with navigating a maze to 
e¥e] me [eo] e-em jae) a= lace mole) 'i"-1m el21|(-1e-m-] ale m= \1Ze)(e (ale macy: laaliale me|alessiecy 
However, some major changes were made to the formula, in 
order to keep the game relevant and ensure It was more than 
(erie taleme)alelial-|mel-lanisMacts dialaicier 

Rather than the player having to simply clear a maze in 
order to proceed, Pac-Man Championship Edition plays like a 
time-attack game, and the player has a strict time limit in which 
to score as many points as possible. As with Pac-Man, this is 
(ofe)al-me)ymere)ar-i0 lon) iale me(e)ecm-|a [0 mecier-|¢-16 Mme |0le)-10-Pm 0) 0] mtal-m(e)ale[-1 me] 6 
stay alive, the more each dot is worth (and the faster the game 
becomes). Also, the maze is now split in half (which initially 
takes a little while to get used to). Clear one half of dots and 
ele)alUl-wigeliar-]e)e\ct-|acm am eatsMe) tals) emcr-)acr-](0miaelia@-lalemals\iime ete la 
spawned in the previously cleared half. “The horizontal maze 
came about due to the prevalence of widescreen displays,” 
explains lwatani, noting that the split-maze device also creates 
iave)aej(e) om-[eit(e)aMmelalil<cmeal-melale|ial-| Masel 7 emilee mm ial(clga0| oem 
players upon a level's completion. “And the timeout feature 
increases the sense of speed and excitement in the game, 
making it a very thrilling experience. Also, score ranking via the 
internet provides competition, which has been a great success.” 
NViVec] €-]almr-(e(e(-Maal-|me)al-Me)mealem <o\Var-l palm a'7- lm (em at-\iom ol-16) 8) (= 
MiYce]a(elyvale(omerelaalel-iiialepmgt-m (ele) (er-]Maalele(-]satrel-\mcle[0l\V7-1(-181m8) | 
Eighties’ high-score table on the original Pac-Man. 

Perhaps Ironically, PMICE was, unlike Pac-Man, critically 
acclaimed right from the start. 1UP.com ranked it alongside 
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Pac-Man follow-ups a 
Pac & Pal (1983) 
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Here, Namco again moved 
further from the original 
Pac-Man. Ghosts can only be 
stunned rather than eaten, 

F]ale male) imili®) eiale hers] ge cme) 81-03 
gates to reveal items. The ‘Pal’ 
opmiat-Mili(-Mimtalomlalielatciiiate 
Miru, who makes off with your 
bonus items, taking them to the 
inaccessible ghost pen. 
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» Several levels in and the ghosts become faster — you barely have 
time to eat them after consuming a power pellet. 


Geometry Wars in terms of a classic game format being 
reworked, noting that it was “a lot more than just a tarted-up Pac- 
Man." Joystia’s Jared Rea blogged: “A better name for it would 
have been Pac-Man 2, |...] a name that gets the point across 
that Pac-Man Championship Edition is the first true sequel to the 
game since Ms Pac-Man." 

WAV) =a) aalele(ctciihvarcielele(ct-jt-maal-)m@-10)aa[-Me)maai-m-[ee'-|[eamanl(elal! 
be due to low expectations for a Pac-Man game, and says the 
response of game players exceeded his expectations, citing the 
many internet-based critiques that offered “splendidly glowing 
evaluations”. (Happily, and despite claims to the contrary, lwatani 
also assures us that PIMCE is not necessarily to be his swansong, 
since he continues to be involved in videogame production. So, 
ifs] (om tate @mlaltsigalsiM@maelanlelelamaaliiee) 


ith 30 years of experience in videogames design, 
aleeleliaremaat-Manlel-)m@(ee)alemel-laaicromeatelecle sls 

of them all, lwatani is now, perhaps suitably, 
involved in teaching aspects of videogames 
design to students at Tokyo Polytechnic University, along with 
oe) are U lout] ale Mast-i-r-]cenmlnl(emel-[pal- Mie) me lelt-] 6 olUlseles-\-mw-Vitalel ele] a 
Pac-Man has always remained popular throughout the years, 
we wondered what Ilwatani made of the games industry's 

f=) ale aleavmce)uli-]gelcme)'/2)eree)anle)i(erci(e)am-|alem nate) l-olll<-mel-laalos 
along with the relatively recent resurgence in retro-orientated 
titles. “We should carefully gauge the preferences of light users, 
ViVialemale)saatclivme(e)am me) t-\"mtalelcreler-|palst-wmre] ale mealeM e)acliclacialects 

elim dle (sie) f-laniom-lilele)ar-(e(elcpar-lalemaal-lame(st-)(elame)celelUletomcon-eii 






















» Piranha is a decent Pac-Man hack, removing the maze 
and thereby creating a different and tougher game. 








PAC MAN, 
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Pac-Land (1984) Pac-Mania (1987) 


Pac-Man finally left the maze, 
gained legs, arms and a 

face, and was tasked with 
battling through this early 
side-scrolling arcade game, Its 
levels peppered with Pac-Man 
imagery. Although repetitious, 
the game is initially fun and it's 
more successful than Namco’'s 
previous two efforts. 
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- SHADOW *“BLINKY” 
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66 Pac-Man’s guiding principle is 
‘fun first? 99 som wca 


each,” he suggests, thoughtfully. “A sumptuous party dress 
aate\melsmelmn l[aalicciem e)e-(eiler-]m'z-] (62m amer-li \valhvalale parcial Mm alemy-|aale 
applies to over-elaborate videogames in the videogame market.” 
OF amc-14ce i) i(-1-seom ©)(e). 6] ol- alm e)(-\"mmer-lanl-1om ele) elelt-lal\-1em ements 
internet, XBLA, Nintendo DS, Wii and iPhone — lwatani thinks 
ivalismaal(elai@elsm- Mose lamtat-im@cal-m-[e1t0l-|mer-|eal-muecltals]mtal-|eme[st1ia[ci tee 
Fw-lef-}iamel-iee)aalialemial-maat-|/amee)ale-)eam(e)m@e(-i'/-1 (0) 6\-16-Pa al -l ee) nila 


specifications 20 or 30 years ago restricted powers of expression, 


and so the rules of the game were decisive in attracting users. 
The current boom in retro games is evidence of a universal 
fascination with game-playing itself.” 

ATAVcM ilalicjaMejamtalomialtim (=) imo) mecie0laaliarem com \V(clt-lalmcme)g(el|ate] 
Pac-Man. We were keen to know how it must feel to be the 
designer behind a game that almost everyone knows — one that 
perhaps only Tetris can challenge in terms of sheer widespread 
appeal? “People view the work in different ways, from different 
viewpoints. Some see it as being broad and shallow. For others, 
it is narrow yet deep and praised,” considers lwatani. “What is 
gratifying about this is that people find such different reasons for 
loving it.” 

And as a final word, lwatani reckons that there are still things 
his 28-year-old creation can teach modern-day games designers, 
developers and publishers. “Pac-Man is the perfect videogame 
because its design gives top priority to the player and to a spirit 
of service,” he concludes. “Its guiding principle is ‘fun first’. 

A Malicmere)ae-)e) aim lamen\ari=\ lal diane] e¢)(cm-|ae my ar-i@ mele) aie) mlameal= 
Wife [steler-]aa(emeigcr-](e)eome)mcoler-\ Antal] Minis) MUlale(ciecit-]aemigi(eMlanlele)atelales 
of capturing people's hearts.” 





Pac-Man finally returned to his 
roots in PFac-Mania, although as 
Vole mer-|am-i-(- Malice lacele)ateliare ls 
are markedly different. The 

ie] aal=ita (em pat-y4om-101 ce) |\-ym-] ale 

the ghosts tend to roam in 
packs. Although, in Pac-Man‘s 
favour, he can now jump and he 
occasionally finds bonus items 
that speed him up. 





With grateful thanks to Tetsuya 
Hayashi for invaluable assistance 
in realising this interview. 
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GAMES 10 PLAY 
BEFORE YOU DIE 





One of the most ruthless blasters to hit arcades, Defender is the sort of game that puts hairs 
on your chest (even if youre a girlie). Eugene Jarvis chats to Craig Grannell about the title 
that started him off, detailing Defender’s rise from a wannabe Space Invaders clone to the 
iconic game we know today 
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t's hard to imagine a time when 
every game — no matter how 
simple the concept - felt fresh 

and new. But it once existed. Take, 
for example, Defender, designed by 
gaming legend Eugene Jarvis. For the 
uninitiated (and if you’re one such 
person, are you sure you're reading 

the right magazine?), Defender is a 
wraparound side-scrolling shooter, 
with a small cast of deviously designed 
enemies, and a defend-and-rescue 
theme. The aim is to stop Lander 
aliens making off with your small 

crop of humans, carelessly exposing 
themselves on the stark planet's 
surface. When a Lander snags a 
human, it rises to the top of the screen, 
consumes it, becomes a crazed Mutant, 
and comes after you. Lose all your guys 
and the planet explodes, driving the 





point home that you're rubbish and that 
Defender is one tough cookie. 

In these enlightened times, we've 
seen hundreds of side-scrolling shooters, 
but when Defender appeared, it was so 
revolutionary, so different, and had such 
complex controls that many assumed 
it would flop. But eventual strong 
sales and many sequels and remakes 
(see Stuart Campbell's The Definitive 
Defender in issue 29 for an overview) 
subsequently confirmed its legacy. 

However, it’s the original Defender 
that excites gamers most, with its mix of 
relentless, ruthless enemies, fine-tuned 
ele) aline)icw-]aleme)aur-m.daliicm-1e(e[-mer-laal-1e)I-\"A 
What its fans perhaps don't realise 
is that Defender wasn't as original as 
it seemed at the time, and it evolved 
from an early game mash-up. “I was 
strongly influenced by Space Invaders 


lace Web (cice)ecmes lace minlelele|simiokemel¥l masts 
two together and create an even greater 
game,” laughs designer Eugene Jarvis, 
elaaleicicleme\vmaloMar-liViclAvme)malcmuelelale(-i8 
self. “But the practical realisation of that 
was a real pain in the ass...” 

First, hardware considerations caused 
problems. “Back then, games were 
black and white, with plastic transparent 
overlays for colouring different screen 
elements,” he says. “So we thought, 

“What's the future here?’ We decided 
ice] U mere) (el0[e-Mele|(emel-M-alelelelapmeleimun(- 
wanted this system to be for the future, 
so we did 16. ! mean, who would ever 
Alciclemanle)(omigt-lam tate] fate) atciclamee) (eel e- 
was way more than would ever be 
utilised in a game.” 

Resolution was boosted from the 
industry norm of 256x256 to 320x256, 
because “screens are wider than 





» Lacking the grunt of its arcade parent, the flicker-fest that is the Atari 2600 version replaces the pixel-line landscape with 


skyscrapers. 


they are tall, so this gave us a better 
aspect ratio and the potential for a 
better-looking game”. Also, due to the 
team “not really knowing anything 
about hardware”, the decision was 
made to utilise a system that moved 
objects in software rather than hardware 
meae)enlentelale)t-e:-m(olel-\ (Am elUlm@e-lecm-|mtal~ 
1i[aa(Pan Malomere)anlelel(cimarc(emcom ni ni(cmeal= 
pixels to the screen for every object, 
Val elami\clomeolcithYAmpalot-laliale miu omee lel (elamt 
put much on the screen,” explains 
Eugene. This fact alone drove various 
‘elst-je]amee)atcj(e(s]e-14(0)alom (6) my B.-1(2)910 (216 
We ask Eugene how Defender's 
gameplay came to be, and he notes 
how games were so simple in that era 
that you could throw a concept up on 
the screen in a couple of weeks and play 
with it. He recalls various concepts were 
trialled, with the first basically being a 
Space Invaders rip-off. “You moved a 
little missile base, but instead of just 
jaoleltiare mel e)'i"c-|e0(-nY.0]8 Mat-[e mele jace)alcmre) 
shoot diagonally! We thought this was 
going to be the greatest thing ever, but 


» Dull clones like Annihilator lack the defence and rescue components of Defender. 
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EXTRA SHIFS 
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£6 The original Defender excites gamers most, 
with its mix of ruthless enemies, fine-tuned 
controls and on-a-knife-edge gameplay ° ” 


after a week or two we figured out that it 
wasn't much fun [laughs].” 


or the next iteration, Asteroids 
NVcloMValoic] (10 Mel] Mm Olal(e)mcelateltc) VA 
Eugene's hardware was raster- 
based, hampering the graphics. 
“We wanted to have an Asteroids-type 
Ja)| OM tare|M@uele|(emcelt-|(- mm el0) mia (ele) «cle 
id} 0) 0)[-]a pm el-ler-[61-\-m',0]6 Ke Mce)t-|(-m)mr-|alemial= 
pixels were all jaggy, recalls Eugene. 
“So we thought we'd make it round 
‘cause if it’s round and you rotated it, 
alejialiave eel’ lie melem i ce)ale hm 
Olaiielacelarcl(ci\VAmtalismelelalaliavem e)tclamelelan 
lead to the mega-game the team hoped 
for. “We had this cursor that moved 
around and showed where you were 
fe [e)[are mCom-jplelolem's-Miele)(-0m-lce le a emuuiig 
this for a few days before figuring that 






» A young Eugene Jarvis shows off his natty Stargate T-shirt. 
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it sucked,” says Eugene. “We realised 
Asteroids without the vectors and 
spinning thing was just a bad version 
of Asteroids..." 

Aalto «cr-laam-|ema-ieelelalici-re Meare] meals 
featclinme)ae)el(c\aamclomistel@aat-ls\Aelminlclis 
ideas were simply too derivative. After a 
brainstorming session, the team decided 
fo)al=me)mial-meele) (<<) ar-1-)e]s\e tome) melt-\valare 
Asteroids was flying off one side of the 
screen and appearing on the other — the 
wraparound effect. “We thought you 
could have a game where you'd fly off 
li a(swcie ass) apm eleimi mri ele (em (laleme)m-jeice) |p 
IaTeMVelO KOM <clcloMilvd [ale Minicom-Me)ie(eicig 
universe,” remembers Eugene. “That 
anlie|al@cisl=)aame)e)a(elel-male)uvameleimantescy 
games in that era were on one screen, 
elare mem ic miglelele|sl@iMemel-MY-iava->(eliialemce 
fly into a larger world.” 
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» Judging by the landscape, you may well be defending a sparse Egypt. At least there arent any to 






























» Strangely, the best home conversion wasn't official —it was Planetoid, a clone for the BBC Micro, which aped the arcade » Pausing momentarily to admire the beautiful particle effects, the pilot suddenly realised two Mutants were about to get him. 
game's brutality, controls and special effects. 


TH [- CAST O i 'D) EFEWN pa mtb fe(-lalomomer-laalomar-(emeal-Mialiir-im-jey-10.4 Wive]a dine msl Mn AAllit-]ealome)ameleel-liaatcteme)ialer-i| 
—s it needed. The decision was made to fly titles, suggested the player should be 
Your ship: It can fly through the ground and catch ale) arde)alt-]|\me) alm com-\".0)(0mig(sMcelt-lt(e)are] able to fly in both directions, an idea 


=== falling humans, but one hit from a hostile and it 


'e)ge)0)(<]gat-me)me-)-1\-]mele-|e)al (espe: |e mlal-iamre) that was duly implemented. “But there 
will explode, 


take Space Invaders and flip it on its side. __ still wasn’t any real game there, and 


“You moved your ship up and down so we had to get back to the basics of 
Humanoid: Ten humanoids litter the landscape, with the Space Invaders-type control as what makes a cool game,” says Eugene. 
ess awaiting capture by Landers. They're annoyingly you flew sideways, and that provided “In that era, games were really about 
unarmed and blase about the whole thing. the impetus for the layout — the basic survival, which is certainly the most 
fel-re)aal-italemie)saat-ltieameli powerful human instinct.” 


Defender," says Eugene. 
“We then threw some 

stuff out there. Originally, 

there were supposed 

to be Asteroids rocks — 

W(e)UM0m-]a(ele)miaicm cele <=] ale) 

they'd make little rocks. 


Lander: Landers teleport in and descend on 
=== humanoids. lf they capture one and reach the top 
of the screen, they fuse to form a Mutant. 


ugene realised the 
player needed a 
suitable threat: “You 
can't have a world 
where nothing's wrong — 
there’s no challenge, no threat, 
melarcolait-l|asece)| (are : no bad guy. In Space Invaders, 
Asteroids. And that wasn't « you had the invaders — they 


much fun. It was like: Eugene Jarvis proves he could happily have carne down, dropped bombs 
worked for Zzap/64 during the Eighties. 





— lutant: These creatures move erratically and home 
in on your ship, firing projectiles. 


Baiter: The speedy aliens home in on you with 
{) — speed and accuracy if you hang around a level 
fe) m (elem le)aler 





ViFela Mm Ualesm le (sre Me)m ants]. <iale| and killed you — they were 
eMvdleletelerelnale mean. We needed some enemies...” 
—_ 2omber: This cube-like alien lays stationary mines is a real pain in the ote) aatsiidal)a-mel(e)alem calc llalcmmtalsmerelaat= 
that float in the air. ass [laughs].” By this point, the team aeiesyiZe1e Mi tmpalelall <clee BlclculeciAelale 
arclems)ol-)al@-i @anlelaltarcmuela.dislemelamiale although the reasons for this are largely 
Pod/Swarmers: When shot, the sluggish star-like project, and, in Eugene's words, It still lost, Eugene reckons it was influenced 
== Pods burst into packs of tiny Swarmers, which fire sucked, but it was fun flying around the by the idea that if you want to commit a 





projectiles and move in an oscillating fashion. landscape. Eugene’s friend Steve Ritchie, _ lot of violence, you need to be justified 





» Even the more playable home ports, such as the depicted C64 release, lacked the arcade game's speed and effects. » Presumably those humanoids were holding dead man’s switches, because now they're gone the entire planet's blown up. 
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Tamele)iale mem e)melcii-ialeliarem-elaniidaiialep 
This way of thinking led to the team’s 
next major breakthrough. “We knew 
NiVioM alsisre(-1e Com aat-|.<cMigi-Mel-[aal-manlelic 
ore) anle)(->. a=] pe mialtcig-toitiale pr-|a(e mem" =) 
added friendlies that weren't you,” says 
Eugene. “This added depth to the play 
mechanic, because you weren't just 

eo) iiarelbarsvalele)iiarem=\"(-1a"ataliale Mianeyie|A1¢ 

VV lege |-0-M pale)ace)ce)alele mem Ula di lialep 
killing, killing, like manning a fire hose.” 

Now, there was something to 
defend. A planet was added, depicted 
as a line of pixels, due to hardware 
limitations — “Maybe half the real-time 
iVclome(ste|(er|(-lemcem Om Valiiare Mialiomlat(s 
line on the screen,” says Eugene — and 
the Lander was introduced as the first 
bad guy. “All of a sudden, the game 
got interesting: you had a purpose, you 
were trying to protect these guys, and 
you had an enemy,” remarks Eugene. 
“But it still wasn’t that exciting.” 

Ni cavolelelamancele(-ldames-laal-tow-la-Macie (0 (-lans 
criticised for placing style over substance, 
Eugene reckons it was the visual effects 
implemented by Sam Dicker, an 18- 
Wicte]ere)(emcic1|cot<l0(e|a)m@e)geleir-laalanl-lemeare|s 






























» Boom! The ship explodes into a ball of particles. Get used to seeing this happen a lot when you first play Defender. 


suddenly lifted Defender to a whole new 
level: “A lot of the game's excitement 
comes from the visual effects. Sam's 
genius was in making these particle 
effects — at the time, we didn’t know the 
term — whereby an interactive explosion 
was created upon shooting a bad guy.” 

AVfitam=>.¢0)(el-1(e]ar-m ol-1 [ale Meyc-r-| (16) 

Fel fece)aivalaayiersliNAmaley"elat-lale(s\emel=)el-lalellare 
on where bullets hit the Landers, 
resulting in a visual feast of on-screen 
fireworks. This was in marked contrast 
com ial-Manle)a-mard ee] merslalals1e me o)-leamieclanion 
most games used. “That's so boring, 
because no matter how and where you 
kill something, it’s always the same,” 
says Eugene, who likens Sam’s effects 
to watching the surf -— like waves, each 
explosion is unique. “It gave Defender an 
otherworldly feel. You'd be mesmerised 
WiViatcla msi alele)iiaremigleci-me)mcele)m@ m-lale(-1e-¥- 11 
the same time, watching them blow up 
dM CchAclaemtarlem-lalemer-laleialem-icelelacemial 
this ballet of destruction.” 

Olam- mae) mmcat-M(ctelapmcele) @ialine miei ainl-ie 
=] ale(sieoe-yt-]atclemele-]¢)0)/ale male laat-|atcy 
taking them to the top of the screen, 
ere) al-ielaalialemenisiaame|acemtelaaliare miaice) 


» Our hero flies low to blow up a cluster of Swarmers, no doubt causing a ‘friendly fire’ incident at the same time. 


psycho Mutants that homed in on your 
craft with alarming speed and accuracy. 
AN itarolelelaminlicmaat-(e(cmialiale;-mrelele|al-imlele 
the player, the mechanic of capture 
added a rescue element to the game. 


“After a Lander captures a human, you 


ale\emialicmeial-lale-mcomel-im-|cel0 (ale mial-my ye) ale 
shoot it and save the man,” says Eugene. 
OU alce-jallamicelenejaceleiiacemceme(-iicialeliare| 
to rescue aligned with Eugene's 
philosophy that the best games are 
those that enable you to make a 
comeback, rather than merely offering 
an “inexorable downward slope towards 
your inevitable death”. This idea of 
redemption after screwing up, possibly 
via some heroic measure, found its way 
TalcoMe)al-imr-|e-t-l-e)minl-Mel-lag-mm AUalclan-|| 
humans are gone, the planet explodes, 
TereNalale MOO Moi0 lace lelale(-1em e\Vmalelsiil(s 
Mutants, but every five rounds, the 
alelgat-lalcw-| ale e)[-lal-i@r-la-Me-1-)(0)a-16 ma 
fe) Fe\ dc) mm aleleie tome Me ale|alecm Com nats] come 
comeback,” says Eugene. “Life Is like 
that - ups and downs — and this cyclical 
feel makes a game more interesting, and 
ensures it’s never hopeless. That feeling 
a gambler has, knowing there's always a 


as 


_ 





“2, Ea ert 
. 

anatase, 

“s |_| |_| 

oe 


DEVELOPER 
HIGHLIGHTS 


NARC [PICTURED] 


SYSTEM: ARCADE 
YEAR: 1988 


SMASH TV 
SYSTEM: ARCADE 
YEAR: 1990 
CRUIS’N USA 
SYSTEM: ARCADE 
YEAR: 1994 








100 GAMES TO PLAY BEF#;)- ‘atl: “3h 





























PUNISHING PLAYERS 


“Luckily, | wasn't a great player, 
otherwise Defender could have 
been really hard,” jokes Eugene 
about his game's notorious 
difficulty level. “It was part of 
that era to completely humiliate 
Weltc\/s]mr-|alemele-|em tals] maalelalcivA 
creating this anger where they'd 
want to put their foot through 
the glass, but then decide they 
were going to beat the game.” 
According to Eugene, the 
controls were the main obstacle 
for most: “It was so new, and 
no one had really done a game 
where you flew horizontally 
dalgelecelamaaleliije)(s-velgolc]al-mm\telalg 
dalelerelalmaatsa msl ccme)t-\alale) 
sideways Space Invaders." 

But Eugene admits it was 
perhaps too tough: “When 
you're designing a game, you 
get a warped sense of the 
ability of the average player. 
You assume because you're 
FellaWvae[elelemayelem-iplelelieMaat-| «cml! 
harder. Games designers often 
err in making games too hard, 
but luckily in that era people 
saw it as a challenge to try to 
fre)ale|0|-1@r-mcelelelamel-|an(-mi 


» Landers and Mutants converge on the weary pilot, who really wishes he'd become an accountant. 
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(olar-]areomelmaliatiaremial=mi-(e1.dele Mu liamal cml. l-1t 
dollar — that’s what keeps you going.” 
Because, in Eugene's words, “you get 
tired of shooting the same thing after a 
while”, the Landers were joined by some 
allies. First came the Bombers, aliens 
that lay stationary mines in the air. “It’s 
interesting how the laws of physics are 
lgatelitstslel(sM lam @,ci(cielel<) meen aalclamiclimCemtalciis 
deaths, mines float, and the ship can fly 
through the ground,” says Eugene. “But 
linliswsie le) ele )atcminisMel-laals)®)(-\me)aelciiare 
li(=>.410)(ommlarciccr-(eme)misaleley-iinle -male|(em--1 me) i 
aalciear-laliecmiar-i@yi(elelemal-\cMacti0]i(cle milan 
sterile and restrictive game.” Subsequent 
enemies were designed to create new 
elements of play. Pods and Swarmers 
have different patterns of flight to 
Landers and come after you, rather 
than ground-based humans. Baiters, a 
lates=jil(oWell(slamtatsim@erlammel-MelUlier-lecle malt =i a= 
Fas) | alerc]aarsie(e)ame)mialsW 4 tyl2)e)/ecas-l0 les) 6 
(o[srs}(e [aleve mcems)(e)eme)t-\"icleomiiale(siaiale mela 
a level. “They're a challenging enemy, 
and really great players can sit there 
and challenge them forever,” says 
Eugene. “It's maddening for less-skilled 
players, but it added another element 


HTTACK WAVE 1 
COMPLETED 


HONUS « 100 
seageage 


and created that time pressure, which 
WiVeckew-me)(emtaliare meatslafeemelUladialemegt-Me)ic\Ycls 
TalCom-mra(ecm-lae mel ui iamtlelalcclalialemie 
elaaleliaemelemtalcmialtciaiia AMeAlelaemui ies 
offering new gaming experiences on 

the screen, Defender provided unique 
ore) aidne) Paria ea melatsiamcisi>lsamell(sance 
modern gamers. Eschewing a four- 

way joystick, Defender uses a Space 
Invaders-like control to move the ship 

Wome lalemele) "/apmelelmeleiaie)acmielmielanc-iae| 
thrust and reversing direction. “Defender 
was maybe the first side-scrolling 

oy alele)(s) me l-laalsmeelale MI Mul clomel-lcle mela 
playing Space Invaders with your left 
hand and Asteroids with your right,” 
explains Eugene. “It was amazing how 
once you'd played Asteroids, you had 

to use the same buttons — players were 
programmed where thrust was on the 
left and fire was on the right.” Eugene 
compares the thinking behind Defender’s 
ore) aldnelicmcomelsts)(e[allale merc] aspects hsi01¢ male] Roes 
elie ecm tlale |Orsle(omcomee)alige)i-mreleisemin 
the past. In the same way an Eighties 
me)ceMirelelolamm@-lelelelsal a iUiCoamtals 

brake and accelerator, Eugene wasn't 
about to make things difficult for players. 





» Lesson one in why letting the planet blow up is bad: hordes of screaming Mutants wuill kill you. 


However, he does admit that the original 
feeling was to put a four-way joystick on 
the left hand. “The thing is, a four-way 
directional controller was a new idea 

in arcades at the time, and we couldn't 
find a reliable mechanism,” he says. “So 
we threw in a button to reverse, and it 
actually feels better to me. When playing 
Defender on a console with a four-way 
joystick, it doesn’t feel right. There’s 
something about the reverse button — 
you can just slide across the screen, and 
you get more control... And it was also 
very cost-effective.” 


itatele(e/amtal-mere)altae)icm-lale} 
difficulty caused Defender 
to initially be dismissed as 
too complex, it eventually 
sold over sixty thousand units, and 
me)a-Melm-Mal-lareliel memes’ | \Valee)ale 
arcade games. “| think Defender has 
longevity because there’s so much 
randomness,” says Eugene. “Every 
spaceship has its own little brain from 
reecicie[U(cialesme)me-lare(e)aemalelanlelsiecw-lale, 
a small amount of intelligence, and so 
each game is different. Ships come 








from 200? confirms. 


in different patterns, in different ways 
elalem-)M@ellaicic-/a)M@l[aalsscper-|alemjaele) arc] 

you in different ways. This, along with 
the physics-driven explosions, keeps 
the game fresh.” He also notes that 
Defender offers a mix of adversaries, 
each with their own agenda and 
o\VZar-lanl(eryar-l(elale mY Titameliaicieciaim e)t-\"alale| 
modes. “When the planet blows up, 
everything is a Mutant and the gameplay 
is almost completely different,” he 

says. “And then there’s the progression 
of difficulty, which provides great 
suspense, but that sense of redemption, 
where if you can just survive a couple 
more waves, everything will be okay. 
Instead of a straight line of progressive 
difficulty, Defender offers a rollercoaster 
of emotions... Plus, | think there’s maybe 
Yolaatcitaliarem-|ele) imi \aiale B=] 0)¢-1-].4al-101.< 
speed through all this crap exploding 
Keja@r= ale male laleme(sitclalemcmaelamicelanmials 
path of destruction.” As the interview 
draws to a close, we wonder if there’s 
anything else Eugene would like to say 
19110) @ altomeil-|o1-1 (em er-|aal-Mr-lalemealiom(-1-[0 [om (6) 
the subject of bugs, which he considers 
some of the really interesting aspects 

'o) a B/=) (Jao (<Tpmale)t-|8)\vmiaiom alse) (mila 
that join the wraparound universe. “At 


» The more people mess with the pure original vision for Defender the worse {tt becomes, as this dreadful Game Boy Advance effort 


» The moment before an untimely death, with our hero surrounded by Mutants, Bombers, Pods and Swarmers. 
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idarel@y ele) al Om UaloMo1alolaa\arcicis) dale mellelelaiinien 
doesn't work. If Mutants are chasing 
you and you cross this invisible line, 
they'll start running away,” he says. 

mi Cic-t-)me)[-\"/-1e-mer-|0m=).40)(e)]minlicpmelgelele)iare 
Mutants, making them run away, then 
ante]. qiaemtalsagmee) palm el-(e.@r-laleme)t-iliare 
them all.” Other enemies have different 
invisible lines, and Eugene reckons 
this created an interesting richness 
that wasn't programmed. “Enemies 
suddenly start running away, and you 
go after them and they then come 
back after you,” he says. “Players 
FTaldalae) ele)aate)selaliciomiaiciimantelinycidle) alee 
You don't want to believe they're just a 
'olU]alesme)me-|ale(e)aamaleiaale|-1¢-pe-ieR(0)0 ers] 
them ‘scared’ or ‘mad’. To these little 
robotic creatures whose brains and 
intelligence are ten lines of computer 
code, you give human characteristics 
and moods. Some players are like, ‘Man, 
the Baiters are pissed off today’, and on 
another game, you kill them and It’s like, 

‘They were afraid —| could see the fear in 
their eyes’.” Another aspect of Defender 
was how it always ran on the bloody 
Je (e(-me)mavlalaliale melelme)mc-t-|cltiaa\-me-|ale ms 


key design objective was to keep its crisp 


'o]0) myalieclanlomecl(cmee)|iiale Meolalcielalace male) 





time-lag and responsive controls. “But 
if you explode a Pod with Swarmers in, 
the system momentarily bugs out, and 
the video gets highest priority,” explains 
Eugene. “The system stops processing 
collisions, and you can use this to your 
ele /clalecle(cmcomihv@ale|almeaicelele|amcaliale sam 
He explains that seasoned players often 
fly round the world at breakneck speed, 
starving the collision detection of real- 
time, and appearing to get away with 
stuff mere mortal gamers can't. 
This in many ways recalls what 
Eugene spoke of earlier — of creating 
an open system with few parameters 
and not controlling every eventuality. 
“This is why people are still interested 
in Defender. When you over-script a 
efelanlem lide mee) alice) migzr-| em tele R-ltr-lale| (=) 
the life out of it, and it becomes 
finite,” concludes Eugene. “There's 
elem iaiccie-leitlelam-laremaemili-m =i\/c10m mies 
amazing, you've seen it all, and it’s the 
same every time. But the beauty of 
erelaaliaremismee) arcitclalm@ial(cie-leit(elam-lalemele)iale| 
something meaningful, rather than just 
e)r-\Vlale ema (e(-10 


» The radar at the top of the screen is a great way of keeping track of enemies and surviving humans. 
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STARGATE AKA 
DEFENDER 2 


In 1981, Defender got a sequel, 
Stargate, which Eugene refers 
to as a kind of director's cut. 
Brutally hard and more complex 
than Defender, Stargate split 
the audience. “With Stargate, 
we threw in a richer mix of 
enemies, things like warping, 
and a lot of interesting 
gameplay,” explains Eugene. 
“But some preferred the purist 
adrenaline rush of Defender.” 
Eugene is split on the games. 
“Once you've spent a year 
playing Defender, Stargate is 
interesting, and it’s deeper,” he 
says. “We refined the routines, 
so we could get more out there, 
Vale mialsMel-|palemellelammelelemelel 
so much.” However, he admits 
that upon returning to the 
games nearly 30 years later, 
Defender's his favourite: “With 
Stargate, you need to know its 
idiosyncrasies — It's much more 
complicated. And after 28 years 
of braincell loss, Defender is 
kind of like ‘just give me the 
basics.’ Plus it may just be the 
fact that my Stargate is broken 
and my Defender works.” 
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Sat at the very desk where it was written, Matthew 
Smith watches Miner Willy leap through all 20 screens 
of his Spectrum masterpiece. Paul Drury holds the 
ashtray and takes notes 





CENTRAL CAVERN 


“This was the test screen, the first of everything,” begins Matt. “The collapsing floors, 
conveyor belts, the jumps, the colour clash. Using two colours in the bricks of the solid 

platforms and then when you jump up on to the first platform, that's all testing for colour 
clash. It has one of all the difficult jumps in, too.” How was difficulty determined, we 

| ask. “From the end of the conveyor belt to the higher platform counts as a difficult jump... 
but | put in a safety net. | plotted it out on graph paper: two pixels and then a parabolic, 

acceleration down until you hit terminal velocity, at about four pixels a frame, then you 
Started falling straight down. I'd do all the testing and see where you'd land.” And what 
about the clockwork baddie on the conveyor belt? “Oh, just something I'd drawn. There's 


a bit of Yellow Submarine in him — that's where the mouth in the belly came from. The 
original sketches | did had water instead of conveyor belts. There were going to be streams 
| of water and | was thinking about making it impossible to go backwards. That would make 
it more of a puzzle — working out how to get somewhere without going upstream — but by 
the time | started coding, they'd become conveyor belts.” 
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THE COLD ROOM 
MVlatt stares intently at the ‘keys’ on this level. “They're snowshoes. VVell, tennis rackets.” 
He then starts tapping the screen before we gently remind him it isn't a touchscreen. 
“Mimm, oh, right. | was just thinking about tweaking a pixel. I'm not sure if it would be 
better light or dark. | must have tried it both ways back then.” Ever the perfectionist. 
And what about the shuffling birdies? “Everyone knows penguins are fully signed up 
: members of the funny animals union.” As Willy slowly descends the ‘chimney’, Matt 
chirps up, “For disintegrating platforms, | used the video memory of the Spectrum. It was 
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the first machine | had with a bit mapped screen.” VVe note that the Cold Room level is 
considerably easier than the previous one. “Oh, | didn’t do the screens in order. No, | did 
the Tirst screen first and then | think | made some attempt to sort the rest out and give 
a graduated gameplay. That's why the Tirst screen Is disproportionately hard, because it 
wasn't part of that scheme.” 
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THE MENAGERIE | 


Matt scans the collection of creatures on screen. “Here we've got spiders, emus, well, | 
ducks or something. Yeah, they're flying! Well, their feet are coming off the ground. | 


They're having a go! Hang on; there are only two kinds of animal in there. That's a bit 
lame. There should be at least three before you call it a menagerie!” Matt's French may 
be questionable, but we wonder if the birds do signify another sort of love, that of a man 


for his footy team? “Yeah, you could see it as a tribute to Liverpool FC. They're not far off | 
being liver birds and I'm definitely a red shirt.” 
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ABANDONED URANIUM WORKS EUGENE'S LAIR | 


Matt denies this is a comment on the nuclear paranoia of the Eighties, though it did play So to the memorable snapping bogs of Level 5. “| was telling my little brother Anthony | 

on a very real fear. “It's a room full of difficult jumps and you have to go across it more about the toilet monster that reaches up and grabs you. Yeah, he really believed there | 

than once. It was supposed to be scary, about testing your confidence.” He starts to was a green monster that lived down there,” chuckles Matt maliciously. Not a comment 

contemplate the nature of death. “Miner Willy is two characters high and if you fall four on fellow coder Eugene ‘Wacky VVaiters’ Evans’ career going down the pan, then? “I'd | 

characters youre dead. Two, you're safe and three... hang on, was two deadly? Oh, | can't met Eugene a few times. VWe were passing acquaintances. He'd hit the press before me 

remember...” His memory works better when recalling how he coded VVilly’s famous laleMal=me)i-\"/-10 Mini -Maal=le|-er-|4lale r=] aale(-miace)(e)e\e|a)\"miel-lam mele Mm) (0 cia ar-\\(-M8\-1-10(=1-] (00 \2 | 

leap. “The first two frames, you go four and four pixels, that’s one whole character, then because he was working for the ‘other’ company, Imagine and | was still aligned with Bug- 

it's 3, 3, then 2, which makes eight pixels and another whole character. Then 2, 1, 1, 0, 0, -1, Byte when | was doing this. And they were buying flash cars first and writing good games | 
-1, -2, -2... t's a smooth curve rounded to the nearest integer.” He grins and inhales deeply. second. Actually, I'd have got more trading in a smashed up sports car than I've had from 

And the performing seals? “Oh, | think that was because | had a six pixel rotating ball and any residuals.” Are those gold bars Vvilly is collecting? “Nah, they're supposed to be stacks 

thought, how am | going to make this into a character? | know, I'll stick a seal below it!” of credit cards. | had a choice of putting in a line to show they're stacked.” | 
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| PROCESSING PLANT 


An obvious homage to the arcades of Matt's youth. “Yeah | used to play Pac-Man at the 


Unit 4 cinema in Wallasey.” (“Don't look for tt, it's not there any more” — Spinal Tap, ed). 
The addition of legs was a feeble attempt to avoid copyright infringement, perhaps? “Oh, 
| | think we were all relying on the American ‘Fair Use’ provision, though thinking about It, 


that didn't actually exist in British law at the time. No, there were spare pixels free at the 
bottom. It had to be ten pixels wide to make It scroll smoothly and because it’s round, it’s 
| got to be ten high, when everything else is 16, hence the legs.” VVe note the level requires 
some tricky traversing along platforms with restricted headroom. “Yeah, | was designing 
routes by this time. | usually tried to get you to go across the screen as many times as a 
| 
| 





possible, which makes things more interesting,” cackles the evil genius. | 
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THE VAT 


Given Matt's on-off relationship with money over the years, we wonder if this is a 
reference to the Inland Revenue? “Nah, just a huge block of collapsing floors,” he assures 
us. “Pure aesthetics really and no extra code needed. These collapsing floors were 
coli belia l at al f TN at tli EET ELE | supposed to be one thing and | was seeing what else they could be. That's serendipity, 
that.” And what of the kangaroo connection? He exhales and ponders for a while. “Erm, 
kangaroo meat? Dog food factory? Dunno... could be... random thoughts.” With all the 
disintegration, tt must have been an awkward screen to test? “With The Vat, | had my 
route and tested it over and over again. | didn't really know if there were any other routes. 
some of these levels I've only ever done once, to this day. Same principle with the Banyan 
| Proceséeingd Plant Tree in Jet Set Willy. There’s no random numbers in the game. Every time you go into a 
| 






) level, you get the same start positions and speed, so if | can do It once then It's going to be 


; a bit difficult for the good players.” That's something of an understatement, Matt. “Qual 
High Score @26267 Score a@oerad Stas | : 7 


, AL..~----.-~-- RABRR 


| MINER WILLY MEETS THE KONG BEAST WACKY AMOEBATRONS 


Another nod to the New Brighton arcades he frequented as a lad. “Barrels, bananas... | “Yeah, a straight horizontal grid, innit,” observes Matt of one of the game's more traditional 

should have put hammers in and it would have been a complete tribute to Donkey Kong," levels. But are those bog brushes on wheels? “Ah, because your collisions with the sprites 
he notes. It includes some testing jumps — “Yeah, some fives on this,” Matt contirms, are pixel perfect, here | was testing what shapes you could clear. Willy was always 16 

| referring to the width of the gap in characters, “and they had to be pixel perfect.” — and the pixels high, but different widths at different points during a jump. | was testing the limits, so 
first appearance of switches, though flipping both wasn't obligatory. “Maybe that was a | made It as tall and thin as possible. | think | was going to make It go up and down so you 

| mistake,” muses Matt. “Maybe you were supposed to flick it to finish the level and | just could only jump over it at certain times, but then | worked out that even at the full height 
completely forgot to test it." Then he has an epiphany. “Ah, no! The only violence in the a sprite could be, you could still get over it if you timed it right — this was the level where | 

| game Is completely optional! That's for if you feel a pathological compulsion to kill the Kong was finding that out.” It’s also the first level to undergo a change when Manic Miner was 
Beast. | think | was just being a hippy...” He adopts a ‘Neil fromm [he Young Ones’ accent, re-released through Software Projects. “Yeah, the amoebatrons were originally the Bug- 

| which is not hugely different from his real voice. “You don't have to kill the monkey, man!” Byte logo, so | changed them when | left. Didn't need any legal advice on that one!” 
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ENDORIAN FOREST 


Those creatures look uncannily like Ewoks, Endor was their home planet and Return Of The 
Jedi was released the same year as Manic Miner Let's take a wild guess and say you were 
a Star Wars fan, Matt. “| was that week! Went to see It, came home and stuck this screen 
in. Would | be a Jedi or Sith? Oh, Jedi! In fact, | put that on the last census as my religion.” 
At this juncture we suggest a pause to replenish the Guinness and empty the ashtray as 
we're on screen ten and so halfway. “Nah, this is screen nine,” Matt protests. VWVe assure 
him we've reached double figures. “Oh, sorry. | always start counting from zero.” You can't 
take the hex out of the boy... 
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RETURN OF THE ALIEN KONG BEAST 


Alien because of the pulsating head we assume, Matt. He squints at the screen. “Yeah! 

It is going in and out!” Matt simulates the throbbing with his hands and this seems to 
triager the memory of a little coding quirk. “! gave all the screens literal numbers, so like, 

if you were using one of those editors that came out, this screen would always have to 
have a Kong Beast in. Every screen had to share the same code —| couldn't do 20 different 
programmes — so I'd have flags and if it was one of those screens and another test was 
passed, whatever it was, Kong, Eugene or whatever, would go to the bottom of the screen 
and stay there.” VVe watch VVilly plunge to collect the final banana before landing safely in 
the exit. “Do you have to get there before Kong does? No? Oh, | suppose | was playing 
with you a bit with that,” grins Matt. 
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ATTACK OF THE MUTANT TELEPHONES 


The title is a reference to fellow coder, Jeff Minter. “| met Jeff a few times, when we 
won Golden Joysticks. We got on alright. Talked about music and stuff.” VVe recall you 
said you liked this screen during your appearance on lain Lee’s TV documentary Thumb 
Candy, “Those phones are probably my favourite. Do you wanna see a photo of the actual 
phone they were modelled on? A BT 300 series.” Matt goes upstairs but returns empty- 
handed. Quite a busy screen, this. VWVas there a limit to the number of enemies you could 
Tale lle (-tammm (=1-|apmie)6l mere) iare Me|e-|alemelelian-lalemelelmele)alem(-1ia- [ele Rt else m(-)nemeamamialal aol 
could change that to eight going up and down or left and right. | think | did that on certain 
screens. The Skylab Landing Bay... But yeah, eight was the limit. Due to memory. And 
speed. There’s only so much you can draw before everything slows down. So make eight 
a constant and you don't have to worry about it!” 
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ORE REFINERY 


“Are those lumps of ore? Probably,” says Matt. “And you'd imagine a skull and crossbones 
not to be the target, but it is!" Despite Willy holding one over his shoulder on the cover 
of the second edition of the game, this level has one of only two ladders that appear in 
the game. It also has a lovely blinking eye. Any significance, Matt? “Oh ore!" he cries, 
cryptically. VVe admire Willy's well-timed, ‘no going back" dash to the exit. “Oh yeah, you 
could've played for ages and get It wrong with that. Ha! I'd draw the platforms on graph 
paper and put arrows in where... No, no | didn't,” he says, correcting himself. “| didn't use 
graph paper for Manic Miner. | wrote an editor on the Tandy for tt. | wasn't using graph 
paper for level design, | was painting them in and playtesting them. I'd do a bit and see if it 
was possible to get past that. Then I'd add the next bit.” And so his masterpiece evolved... 
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SKYLAB LANDING BAY 


This level was always our undoing. The random falling objects instilled such panic in 
our young fingers. “Nope, it’s all in a set sequence,” [Matt explains. “If you tape record 
this screen, it should be the same on every version. You can learn the pattern.” His 
mind moves on to higher things. “Skylab was launched the year before and It crashed 
and burned... for the usual reasons. | don't know what they're going to do with the 
international space station when they can't afford to refuel it. | reckon they'll send it off 
into a higher parking orbit when they're finished with it... too big to crash and burn.” Erm, 
and the keys on this screen? “Oh, they're computer chips.” | notice Matt's fingers are 
twitching and then he starts making plinky plonky noises, while indulging in some inspired 
‘air gaming.’ He still loves his baby... 


igh SCOre MSee26? 


Aa 


SIXTEENTH CAVERN 


“I'd run out of names. Or maybe | was thinking in hexadecimal and thought it didn't need 
one,” says Matt. And what are those enemies? “Flag bugs! In the code. If flag bug 
equals..." He thinks for a while. “Did they do anything special? No? Perhaps they were 
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THE BANK 


We both smile at the rubber cheque on this screen. “Oh, cheques bounce,” says Matt, 
ruefully. The ladders are back, too. “Yeah, that's a trellis. Left and right are the same 
character. | think you could only use eight different characters on each screen. Or was It 
four? Jet Set Villy was four, | think. That was even more primitive in some ways. The keys 
were stored separately. Were they? | can't remember. No, no they weren't. You could 
have a room full of ‘em. The ladder was made from reusing a trellis character. There's 

no flipping in this — the line has to be up the middle. If they're flipped, they have to be 
stored twice in memory. You bit flip it and it's a completely different number. Flipping is an 
expensive operation on the Spectrum. Well, horizontal flipping Is. Vertical is okay. That's 
just a memory location.” VWWe nod and hope you coders followed all that. 
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meant to. The graphics weren't saved as files, it was done by numbers. | was putting It into 


video memory. | laid out the levels using the editor but | was doing the graphics on graph 

paper. | didn't have BOUGIE (Byte Orientated Universal Graphics Interactive Editor) then. 

A thing | wrote that let me run through four frames of animation, forwards or backwards. 

Skylab is an exception. They have eight frames for the explosion, but the normal was 

four.” And the keys? “That was an attempt at credit cards,” he says. We note the need of 

collecting the key nearest the exit last, lest poor Willy is trapped with a depleting air supply. 
“It's not good to have tricks like that. Sometimes you can't resist it," he beams. 


The 31 5 Cavern 
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“This was another experiment that | thought was so impossibly hard it would do nicely as 
a killer... a boss level!" he explains with a malevolent cackle. “| only ever completed this 
once [Pedants note, last time we met he confessed to never having completed it]. “Now 
I've had more practice maybe | could do it in half a dozen goes. VVith moving things 
and collapsing floors it's very hard to measure whether something Is possible. Because 
everything Is pre-determined, if it’s possible once, it's possible for everyone. That's the 
only way you can really know that you're not on a bum steer.” The lawn mower threshers 
on this level changed into the Software Projects ‘Impossible Triangle’ logo at the same 
time the Bug-Bytes were ditched. Or at least, that was the plan... 
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AMOEBATRONS REVENGE SOLAR POWER GENERATOR | 
The tentacles are back in a reprise of Level 9, though they now seem to resemble the Was this a sign of your growing environmental awareness then, Matt? He has a wild, 
invaders from War Of The Worlds. “| thought they were jellyfish but yeah, maybe they far-off look In his eye. “No more than any other rational person. |'’m worried about the 
have evolved into a higher |ife form,” muses Matt. The difficulty has also grown. “This environment, man...” he answers in that Neil voice. “! think this is one of the brightest 
screen has all the different soeeds the enemies can move at, up to four pixels a frame. | backgrounds. Up till now, | think I'd only done one of the four dark colours. Mainly black." | 
did the same sort of thing in Jet Set Willy for the Kitchen, but split it over two screens.” Nice solar-ray effect. Was it tricky to create? “Ooh, highly technical,” he laughs. “Nah, just 

a little bit of code. Easy enough to program. One character wide, go down and if it hits 

something, go that way — always at a right angle. The Spectrum can only do right angles in | 





colour. Get tt bouncing around. They'd call it artificial intelligence now. Doesn't kill you but it 
sucks your air down when you're in the beam. It’s sort of complicated and you do run out 
of air, but it's not a particularly hard level.” VVe can't be the only ones to strongly disagree... 
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THE FINAL BARRIER | | | 
We're almost home. And with the sun setting romantically over the lake, it never looked | 
sweeter. “Yeah, |'m playing around with colour clash here. The graphics are sort of better. 


| had more freedom because there wasn't any interaction. If you're on screen 20, put the 


title screen graphics on the top half and you don't have to worry about ‘em. | did do this 
screen on graph paper, then cut It up into characters and worked It out in hex in my head. 
No art packages or scanners back then!” Is that a lucky horseshoe signifying the final exit? 


“Nah, it's omega — the end!" And the fish and dagger that rewarded the heroic few? “Oh, 


just things I'd drawn that were only eight pixels high and 16 across and | hadn't used in 
the game,” he says casually. But Matt, at the Screenplay Festival a few years back, and 
admittedly after a few beers, you went on about its religious connotations, that it was your | 


attempt to give gaming a “little bit of folklore"? He takes one last drag of his roll-up. “It 
might have,” he smiles. “You'll find out in my next broadcast..." Ah, if only... 
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ndrew Braybrook started 

Paradroid after finishing 

Gribbly’s Day Out. “It was 

our practice to print out the 
final version of the code and then add 
comments. It wasn't practical to waste 
disk space on comments in the code 
while writing the game so we'd spend 
two or three days adding notes to the 
code on paper. We'd also go to the 
launch of the game, usually at a bar in 
London, and maybe visit one or two 
offices to promote the game to the 
magazines. We didn't take a big break 
between games, there was a momentum 
to keep up.” One of those visits had an 
important outcome. “That all happened 
when we took Gribbly’s to Zzap! Towers 
in Ludlow. They liked it, and Chris 
Anderson was keen to do something 
like a diary for the next game, and we 
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What links a heavy 
metal album, a 


James Cameron film 


and a mainframe 
computer? They 
_.._all helped inspire 
Andrew Braybrook 
= to make Paradroid, 
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games that followed 
with Andrew Fisher 


Poargoroid 





thought that might be fun and not too Paradroid's distinctive look used an 
intrusive. | just wrote a paragraph every overhead view with robots depicted as their 
evening on the events of the day. I used serial number. “The animation of Gribbly 

to plan out what I was going to do that showed me that | could animate sprites and 
day on the walk to Steve's house, and save a lot of bytes. Top-down games tend to 
that was all the planning | needed.” need at least eight directions of animations 
and that was going to be too 


Andrew reveals Paradroid's main 
inspiration. “The game 
was originally based on 
a COBOL game | had 
written on the maintrame 
six years earlier, called Survive. = 
The objective there was to be the a 
last player left alive in a multi-level 
environment. It was a multiplayer 
game and had two computer- 
controlled assassins, so the 
players used to gang up on 
them to take them out first 
and then battle it out to 
the end.” 


expensive. So | figured 
that if | showed 
the robots bigger in 
the console lookup 
system to let people see 


the robots side-on and bigger then 
they might accept the numbers 


on the disks. | was also 
influenced by the cover 
of the Black Sabbath 
aloum /echnical 
Ecstasy, as it had 
line-drawn blueprints 
of two robots.” The cover 
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showed two robots ‘interfacing; the lyric sheet 
had the blueprints. 

“| had tried to draw some real ship graphics 
but found it difficult to get a good look in multi- 
coloured graphics mode. | tried single-colour 
mode and that dictated a scale of the graphics 
that also didn’t suit trying to look real, so the 
whole idea of the game being a radar-driven 
map was born. Quite possibly the movie Aliens 
had an influence on the look,” says Andrew. 
One routine made things complicated. “The 
robot graphics are only shown on-screen If 
they would be visible by line of sight trom the 
player, another Survive feature. The function 
to efficiently work that out was interesting to 
write with only three registers. VVe had the 
COBOL code to refer to, but It took a while to 
get that right. | also remember a mysterious 
crash which took me three days to find.” 

Interestingly, Paradroid was built around 
existing code that Andrew had available. “We 











» Oli Frey's original 
artwork for issue seven 
of Zzap! (with thanks to 
Roger Kean). 


usually did strio down the last game. Things 
like the scroll routine, sound player, input 
routines and movement routines would be 
saved, possibly tweaked and tested before 
starting the new game,” he explains. “That 
bought a bit of time to think about designs. 

| had a book of fonts and had inherited a 
multi-character printing system from Gribbly's 
that allowed me to make letters out of two 
characters high graphics, or 2x2 for capital 
letters. | needed a more futuristic font and 
set about drawing one from the book. | had 
bought a couple of editors for the sprites and 
character sets; that made life a lot easier as it 
was quicker to create the graphics.” Lots of 
paper was used during production. “We did 
write a lot of stuff down, diagrams, formulae, 
that kind of thing, as we were just coding with 
the Spectrum and the C64, and they weren't 
well suited to loading up multiple applications 
at once. So a pad of paper was always handy.” > 
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the Rack-It budget label. 


fead lock 


» This transfer game is 
deadlocked at six-all, the 
player musttry again on a 
new layout. 


» Game over. Static, the 
Command Cyborg as 
transmission is terminated, and 
a chance to enter your initials. 
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» The re-worked graphics of Heavy Metal Paradroid, released on 


baractrod. 





he 24 robot types had a small portrait 
shown when the consoles were 
accessed. “| had a budget for the 
number of sprites available, so | set 
about designing a system to reflect images 
in multi-colour left to right to save images, 
and there is some re-use. | wanted to group 
them by the top digit of the three-figure ID 
number, and having about three different 
robots per series seemed about right. | had 
to vary the features of the robots with speed 
and weaponry and that tended to suggest 
designs.” Class 883 was familiar to viewers of 
Doctor Who. “\'m a big fan, It was just a nod to 
[the Daleks]. That became a bit trickier when | 
wanted to put them into the 16-bit version. We 
did draw the Tull graphics but bottled it at the 
11th hour and changed them. | had also done a 
Dalek game for the mainframe, just with letters 
for graphics, so | had 
a fondness for the 
movement and the 
brutality of them.” 
Testing feedback 
changed the controls. 
“| had a couple of 
failed control modes, all to do with firing. | 
started with a separate gunsight that you 
optionally move about. But whilst it could hit 
a static target quite easily, there was no way 
you could hit a moving target, and you had 
to stop moving so you're a sitting duck. The 
second method had a floating gunsight in 
front of the player, but that meant you have 
to move straight at the 
thing you're shooting at: 
again making you an easy 
target, and you'll crash into 
your target if it proves impervious 





Mobile 


= = 


» The lights go out when all the robots on a deck have been dealt with. 


for control of a circuit board. Success gave 
the player access to the new robot and failure 
destroyed the current robot — meaning game 
over if that was the Influence Device. “| 
needed a way of balancing the game so that 
it would be difficult to move too far up the 
hierarchy of robots in one go. The transfer 
game switches the emphasis from many 
against one to one-on-one In an instant. It just 
all came together and worked in one go. That 


doesn't happen all the time, but it just worked. 
Steve even used it again in one of his games.” 


There were eight Robo-freighters to 
conquer, starting with Paradroid — which gave 
the game its name. Itsnothardenuff, the last 
ship, repeated. “The ships still get harder, it's 
all algorithmic, but the layouts of all the ships 
are the same as the maps do take up a fair 
amount of space. Each map is made of 4x4 
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Andrew Braybrook, on the transition to 16-bit 


character blocks and the ship has 16 maps. 

| could only get to about the fourth ship, so | 
figured It was tough enough, and anyone who 
got through eight ships was going to be some 
kind of superhero.” 

Oliver Frey's striking Zzap! cover celebrated 
the Gold Medal review. “| didn't like our box 
art at all, itt looked so toy-like, but the robot 

on that cover had power. | tried 
= to persuade them to let us use 
that artwork but they wouldn't. 

It was such an honour to make 

the cover anyway, and the image 


——aae 
to your firing.” =a was so good. The 
Colliding with — ee game graphics are 
another robot in = a supposed to aspire to 
transfer mode * L— the art, not the other 
launched the excellent ms "=m way round.” The following 
sub-game. The = —_ —— . Christmas a Undium and 


player and 
robot fought 





= = = 


me | cradroid double-pack 
launched, featuring 


11#0 





the improved Competition Edition. Who was 
behind that? “The marketing department, | 
would suspect. Once the game has been out 
tor a while then they try and mop up the non- 
believers with a bargain.” 


eturning was easy, thanks to those 
copious notes. “As long as you're 
still using the same development 
gear then you stay familiar with 
the process, so it's not so difficult.” Andrew 
continued tweaking Paradroid, resulting in a third 
version. “The Heavy Metal edition came about 
as | was doing Morpheus about two years 
later. | wanted to try out the graphics look and 
Paradroid was sitting there — so | redrew every 
character in multi-colour mode in that style and 
switched the graphic mode over. | decided to 
use the style in Morpheus and | made some 
other speed tweaks 
in Paraaroid and got it 
running at a higher frame 
rate, so | figured | should 
show everybody.” 

steve Turner took 
inspiration from Paradroid 
(see Droid Dreams boxout) and Graftgold 
created a 16-bit sequel. “After we had done 
Rainbow Islands on the Amiga and Atari ST 
| was looking for a new title. We had a lot of 
the tools developed for the map building so 
it seemed a good fit for the code we had. 
Dominic Robinson had written a game core 
system that gave me a ready-made interface to 
the hardware.” VVas it an easy transition? “We 
were keen to write on 16-bit. The big transition 
was going trom character-based backgrounds 
to bitmaps, which | had used on Lunattack and 
on the Dragon 32, and Steve had used on the 
spectrum, so we knew what the plot routines 
had to do. The code was lovely; all those 
registers. It gave us a real freedom.” 

“The biggest change, and | didnt twig it at 
the time, was that the end of my C64 games 
was also the end of the lone programmer era. 
After that it was a team effort. | usually had 
someone else help out with the sound ie 
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These are the droids you are looking for 


a 
'- 7 TYPE 101 


@ The player starts off controlling the 
Influence Device, armed with a weak 
laser. Lose this and it's game over. 





TYPE 247 


@ This servant robot was one 





TYPE 302 oon 
@ A faster-moving 

messenger designed to - 
carry parcels. 


TYPE 476 


@ This is the first robot witha 









TYPE 516 


@ Usually found on the top 
decks of the ship, befitting its 
crew droid status. 


Fa ree 614 


. : =, & Mi The first of the Sentinel 











droids, all armed with 
strong lasers. 
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TYPE 629 
@ The console describes an 


unseen variation with an 
ele lcolerslalalelamlari(crelehe) meni e 


TYPE 751 





TYPE 834 
i @ Another fast mover, 


B so be on your guard 
around it. 
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strong single laser. Worth seeking 








@ This battle droid became the face of 
the game, on Oli Frey's cover and the 
loading screens for later versions. 
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TYPE 123 


m@ The slow-moving 
disposal robot is 
very weak, 


TYPE 139 

@ This is another 
disposal robot that 
sweeps up after itself. 


[| 


| 





= 
na 
ii 
yh 


TEED & 





TYPE 249 

@ You cannot see this 
aa three-legged robot 
walking, but it is slow. 





@ Asmall wheeled robot, it is 
unarmed and so the Influence 
Device's laser is used. 


@ Another maintenance 
ge)eleyem talicmelal-Wer) a alsin [es 
eV iamelejleley @ 





TYPE 5/1 


@ The crew droids may move 
quite quickly but have no 
armament of their own, 


TYPE 598 


m@ Crew droids may also be 
fairly well armoured, taking 
multiple hits to kill. 
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TYPE 615 

m@ Moves slower than 615, 
aa but itis equipped with 
good sensors. 
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TYPE 711 


@ Battle droids are heavily armed 
and armoured. The small laser of the 


TYPE 742 


|W Navoytar=vncele(elan ey-[4d(-Me|ne](e Mm (at-Me (cae) 9) Cola 
explosion flashes the whole screen black and 


Influence Device will not damage them. white briefly and damages nearby robots. 









TYPE 821 

) . . @ Twinlasers and fast 
movement make this a 
formidable opponent. 


TYPE 

@ The dreaded 883 
inspires fear in humans for 
some reason. 


TYPE 999 


@ The ultimate Command Cyborg can 
only be influenced for a short time 
before the player must seek a new host. 
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RESEARCH 


“Generally crew 
droids here, 
Possibly sentries too.” 


( OBSERVATION 


Mi The two halves of the observation deck are 
accessed from different lifts, and both must 


ALL HANS Of] DUEL 


Andrew Braybrook gives insight into Paradroid’s ship design 





AIRLOCK 


The airlock’s main features are the four 
energisers at one end and the single lift at 
the other. It is usually sparsely populated. 


| “You would generally find crew and 
4 maintenance droids here. Since the crew 
droids would not be heavily armed they would 
only act as a staging point to larger robots.” 


effects and music, but apart from that | did the 
vast majority of the graphics and the coding. 
That gives you confidence in the code; you 
know exactly what is going on all the time. | 
did do some Paradroid 90 graphics, but | had 
to become a team leader too.” That team 
included Dominic Robinson and artists John 
Cumming, Michael Field and John WV Lilley. 
Jason Page created the sound. “VVhen 
| started at Graftgold, | was mainly a 
programmer but moved into the audio side of 
things. For music, I'd write the original using 


NoiseTracker. I'd then type in all the data as 
hex into the Graftgold audio player code. After 
Paraaroid | wrote a new sound routine and 
editor, which we used in future titles.” Did the 
original influence him? “Oh yes. Hence there 
being lots of warbling sounds and such like. 
They were iconic C64 Paradroid sounds, so 
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ENGINEERING 
1 "Crew and maintenance 
3 droids will mainly be in 
attendance here. Messenger 
droids might be here too.” 








| wanted to keep those. It was important to 
keep the overall feel of the original.” 

Andrew explains why the decks scrolled 
vertically and abstract droids became proper 
graphics. “The ST wasn't keen on horizontal 
scrolling. We did have a full scrolling version on 
the ST, but it didn't look pretty enough. It took 
a lot of memory to prepare all the combinations 
of the graphics blocks. That decision didn't go 
down too well with the Amiga crowd! We 
had enough space to do the animations, and 
having 16 colours on-screen it seemed right to 
draw the graphics in a real style. VVe did try the 
blueprint style but it looked weak against some 
of the prettier games of the time.” 

The robot line-up changed, joined by new 
human raiders. “| wanted there to be some 
familiarity with the C64 content, it was a 16-bit 
implementation of the same game as far as | 


MAINTENANCE 
1 4 “A high percentage of 
maintenance droids 


with some lower level ones in 


be cleared of robots to shut the deck down. 














case of emergencies." 


DEVELOPER 
HIGHLIGHTS 


MORPHEUS 
SYSTEM: C64 
YEAR: 1987 


INTENSITY 
(PICTURED) 
SYSTEM: Cé4, 
ZX SPECTRUM 
YEAR: 1988 


URIDIUM 2 
SYSTEM: AMIGA 
YEAR: 1993 





Ai 





| Sh 


| 11 MID CARGO |= = 
C+-—____—_ 





UPPER CARGO 


“The cargo is mainly battle droids, so expect a 
6 contingent of dangerous droids.” The same is true 
for the vast mid cargo deck below, often including the 
883 patrolling among the cargo containers. 





was concerned. The raiders were a mechanism 
to speed up progress towards the end of the 
ship when there aren't so many robots about. 
There was also a bonus pirate ship that you got 
at the end if you had completed all the ships and 
collected all of the Graftgold keys. It was only a 
small ship, but very tough.” 

Would Andrew have changed anything? 
“Paradroid 90 was as good as It could have 
been. If we had done another Amiga version 
then it would have scrolled in all directions 
and run at 50 frames a second. There were 
difficulties so we'd have used a different 
publisher in hindsight.” Andrew reveals Gary 
Foreman was close to completing a PC Engine 
version with a two-player mode; development 
was halted by Hewson’s bankruptcy. 

Paradroid 90 became Paradroid 2000 on 
the Archimedes. “VVe just thought it sounded 
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- BRIDGE 


“There was only ever one 999 and it would always be on the bridge. 

That gives the player the choice of when to go and tackle the 999 
and an opportunity also to decide where they want to take it to use it for | 
maximum effect. The far left-hand lift leads to the reactor and from there STORES 
the player can access the left-hand side of the ship.” }] The starting deck is chosen at random, and the 

7 player will often find themselves on this deck. 

Lower level robots help to ease them into the game, 
allowing an early transfer. “You should also find that 
some robots are completely unaffected by some 
weaker guns. That means that blowing away all the 
easy robots first isn't necessarily a good plan.” 









































STATEROOMS 

“Being the passenger 
8 quarters, there will mainly 
be low level servant and 
cleaning droids here.” Crew 
quarters on Deck 10 will have 
a similar variety of robots. 


12 ROBOSTORES ) 


VEHICLEHOLD =| [pe 


Trt) eC ooe 

1 “There could be droids aay 4 
F packed ready for battle 

being transported here.” The 
shuttle bay and vehicle hold 
contain smaller vehicles, 
purely a cosmetic touch but 
adding to the atmosphere. 


SHUTTLE BAY 

“You can fire up the 
1 6 shuttle engines to help 
destroy passing robots in 
Paradroid 90." 





really futuristic. This was 1991 or 1992 and 
2000 seemed a long way away,’ says Andrew 
Catling. “My childhood heroes were people 
like David Braben, Orlando, Geoff Crammond 
and Andrew Braybrook so it was a dream 
come true to make games. Coin-Age had a 
deal with Graftgold to convert their games 
to the Arc. I'd just finished The Last Ninja for 
Superior Software when they got in touch.” 
“The 68000 code was adapted from 
Rainbow Islands. | decided |'d rewrite 
everything from scratch rather than try to 
translate it. | wasn't familiar with 68000 but | 
could get the gist of how things worked and 
how the data for the different droids was used. 
| was quite pleased with the transfer game, 
as that was the first time I'd used recursion in 
ARM assembler and it was quite an elegant 
solution. It took three months to rewrite the 


whole thing. | didn't have a lot of graphics 
work to do as they were just ported from the 
Amiga.” Does he still play Paradroid? “Luckily, 
some amazing archivers have managed to 
preserve all of my old games, so I’ve been 
playing them again recently. | think Paradroid 
still stands out as one of the best, mainly 
because of the timeless design.” 

Fans help Paraaroid live on. “VWWe get people 
asking If It's okay to do a remake for their 
university project, and it's not really up to us 
any more. | don't think people realise how 
much detail is ina game, So most never get 
completed,” says Braybrook. Among those 
that were completed were a two-player 
Amiga PD version and Ovine's Project | 
Paradroid on PC. Paradroid Redux by __ wal 
Jorma Oskanen is an ongoing C64 | 
project, with a faster frame rate 


[REPAIRS 
9” could find any 


robots here being 
\\_ repaired or cleaned.” 





and bug fixes. Andrew notes, “| do hope he's 
talking about his own bug fixes, because | am 
not aware of any bugs in my code! The Heavy 
Metal edition was running at the improved 25 
frames per second.” Reinhard and Johannes 
Prix started the open-source Freedroid project, 
which recently launched on Android. 
The original Paradroid appeared on the 
C64 DTV joystick and Wii's Virtual Console. 
Would Andrew himself ever go back? “| am 
considering writing something new that retains 
the retro feel of Paraaroia. | would probably 


try to make it a shorter game as Paradroid 


90 would potentially take about 3 hours to 
play all the way through. It would have to 
be something new though, maybe 
— the game | would have written 
without hardware restrictions.” 
We can't wait. 
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Responsible for unleashing a game that’s persevered for 
four decades and infiltrated almost every type of hardware 
imaginable, Alexey Pajitnov talks to Craig Grannell about how the 
groundbreaking Tetris was, for him, initially a small, insignificant 


«==, game inspired by an obscure mathematical puzzle 





4a Dv o androids dream of electric referred to as the ‘/etns effect’ is perhaps 
sheep?’ was a question posed more common than you would think 
by Philip K Dick in his 1968 (which doesn’t mean you're any less crazy 
novel of the same name. If so, they're if you experience it — just that there are 
the lucky ones because | dream of more crazy people out there than you 
blocks comprising four squares, falling ligtelUle]niamr-lacomimalle)aliie mtcmealem sare is 
downwards, rotating and slotting together — reach of the action-puzzler that prompts it. 
to create solid lines, which subsequently Because, for all of videogaming’s attempts 
Wrelalivamesl(e)aremititnmciaate|iirclnecel0|aime) i to become increasingly mainstream, there 


my sanity each time. This kind of dream, are few games that achieve the lofty goal 
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» Above and right: The NES version. Feeling annoyed because you think you're not getting enough ‘I’ pieces? NES Jems keeps count—handy for paranoid gamers. 


of being truly recognisable to all — even 
stalwart classics such as Space Invaders 
and Pac-Man may be unknown to younger 
audiences. However, /etns is different — 
almost ubiquitous. For all its appeal and 
reach, It started off as little more than 

an amusing distraction for its creator, 
Alexey Pajitnov, while he tested new 








» The DOS port helpfully tells you to ‘Play TETRIS" ’, 
in case you thought it was some kind of blocky 
rolling demo. 


hardware while working at the Dorodnicyn 
Computing Centre of the Academy of 
Science of the USSR, in Moscow. 

As a graduate of computer science, 
Alexey’s work at the Academy of Science 
was largely based around artificial 
intelligence research, and he describes 
himself at the time as “a young workaholic 

—the type that loves to program and sit 
for long hours at work”. Alexey was 
also tasked with figuring out how new 
hardware that regularly arrived at the 
academy could be put to use for his 
research. “The best way to learn a new 
machine is to try and make a small 
program for it to see how it works,” he 
explains, leading up to the reason why 
Tetns was initially created. “Small computer 
games were the ideal form for this kind 
of testing program, and that’s why | had 
some kind of excuse, if you will, to work on 


my game.” 


f course, hardware is somewhat 
a ©, by the by — the crux of any game 

(or, at least, any good game) is 
its concept, and although Tetris would 
'e]-1e0)aal-¥-Milel(epme)ee(-|pl(eme)ce)(-vemelUl glare, 
development, its seeds were sewn early 
on in Alexey’s life. “I was a sharp kid, and 
have always been interested in riddles 
and puzzles, and | even changed schools 
to join one with a special mathematical 
component,” he explains. “That was also 
the time of communism in Russia, and so 
we didn't have too much entertainment 
around us — and so intellectual mind 
games were a very good diversion. | saw 
1ialiow efelossy (0) are]| ie ]eele ale manlsmrclaleReallielecie 


used to compete in a kind of ‘mathematical 
@) \anle)iecwee)anle)-iil (ela mianiualean 

oye] at(e)] 0ye| (sve R= 0)@m M alioM or- ame) MaA\YAllicn clisis 
translated into the games that | did.” 

Of the puzzles that fascinated Alexey, 
pentominoes stood out. “It’s a dozen 
pieces made out of five squares, and 
they kind of look like jigsaw pieces, only 
more mathematical,” he explains. “The 
puzzle existed in Russia, sold in stores 
Elam reicjal(elasie Mame) t-it(em-laem miacelele alt 
it was absolutely great — the best puzzle 
in the world.” What appealed most 
was the simplicity of the pieces and the 
massive scope they offered for multiple 
combinations: “There's no technology in 
pentominoes — you just take the pieces 
from the box, play with them and enjoy 
them. But when you want to put them 
back in the box, you can spend a couple of 
hours doing so — at least if you're stubborn 
enough to try!” 

Alexey decided that a two-player 
Ws) g-1(@) aM S)m el-1ai(e)anlialei-maal(e|aim@agt-|.<cB (0s 
an interesting game to use for testing the 
Electronika 60 desktop computer that had 
recently arrived at the Academy of Science 
late Mal-eo\o1m@-|ele]0| mele jatlarem-ve)patclialiare 
together. “| thought that you could 
somehow divide the pieces — six to each 
player — and start to put them back into the 

‘box’, and whoever was unable to make the 
next move would lose,” he says. 

Without any specification of a final set of 
rules, Alexey set to work on programming 
his new game: “First, | needed to create 





_. Tetris and game boy were 
born for each other — they fit 
together so well. | cant 
imagine two other products 
created absolutely _ 
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» PUBLISHER: N/A 
» DEVELOPER: ALEXEY PAJITNOV 
» RELEASED: 1984 


» PLATFORMS: ELECTRONIKA 60; 
CONVERTED TO; DOS, GAME BOY 
AND JUST ABOUT EVERY OTHER 
PLATFORM IN EXISTENCE. 


» GENRE: ACTION-PUZ/ZLER 
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» Lurking within Tetris Worlds on the PlayStation 2 is a version of the original Tetrs. Feel that ASCII goodness! 


more space to prolong my pleasure,” says NAVitamtal-Mer-)galome(-16]Ule(e(-16 Mee)laalel(-it-) 


Alexey. “Instead, | could take it away and 
give a score for it. And that was the last 
important moment for Jetris— once | did 
this, the game was kind of ready.” 

The Tetris on Alexey’s machine at this 
point was, by his admission, something 
of a prototype and still needed work. 
However, all of the game's important 
mechanics were there, and the game had 
been surprisingly easy to create. “| give 
you such details about the game, but all 
the decisions were done in one day, in 
a couple of hours,” claims Alexey. “In 
reality, somehow, all these decisions were 
made so naturally.” Most importantly, the 
game was fun —so much so that it took 
another couple of weeks for Alexey to 
get the game into a state he was happy 
with: “The screen was really ugly, and 
the interface was very primitive — no real 
decoration on the screen — but it worked. 
It was so addictive that | couldn't stop 
e)F-\ igre Plame) ce|- mm Comiial(jemia(-Rel-lpnlemialiace Lae 


a 


‘Immediately, every place where they had 


with a level system, scoring and a high- 
score table, Alexey decided to spread 

it around Moscow and see if there was 
any interest in his creation. The reaction 
was everything that he had hoped 

for. “It was like a wood fire”, he exclaims. 


the Electronika 60, my Tetris game was 
working there, and | realised that maybe 
the game was not bad and should be 
ported to the PC, because that was the 
only way to show it to the world outside 
of Russia.” 


T he only snag was Alexey's lack 

of familiarity with the PC — at that 
point, the first PC had only recently 
arrived in the computer centre, but it 
wasn't in Alexey’s possession, and he 
didn't know how to program it. “I was 
interested in lots of other stuff, and so It 
might never have happened if it wasn’t for 
Vadim Gerasimov," states Alexey. “He was 





» Turn back now, C64 users! SIT's lovely (but unrelated) title 
screen masks the jerky, nasty game beyond. 
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» Jets Zone for modem PCs requires a ‘mere 8,000 times the RAM of Alexey’s Electronika 60 version. 


a schoolboy at the time, but an absolutely 
genius programmer who fell in love with 


the PC and knew every bit of the operating 


system — many big guys in the computer 
centre went to him for consultation, and 
someone recommended | work with 
him on my game.” And so, Alexey gave 
Vadim his code in Pascal, and he began 
the process of transferring the 2000 lines 
of code from one machine to the other. 
“There was nothing in common with the 
aateleiallalccfeed gO (e)dagt-|em alone ls ccm plelinliale 
— but once the code was across, the rest 
was a piece of cake.” 
Unlike Alexey’s original version of 
the game, colour was possible in the 
DOS conversion of Tetris, giving players 
an additional way to recognise each 
tetromino as they fell downwartds. 
Other useful features were added to the 
conversion over the following months, 


including the ability to show the next piece, 


an option to make the square tetromino 
an invisible ‘phantom’, and settings that 
(ol[oireltcre MtaisMej telat acem (sis) -lalematsile|aimeyi 
‘garbage’ at the bottom. One similarity 
to the original was how the game was 
spread. “The release process was simple 
— we just gave the game to a couple of our 
friends,” jokes Alexey. “VVithin a couple 
of weeks, | saw it everywhere — on every 
PC in Moscow — and within a couple of 
months, we got a PC from Eastern Europe 
that was entirely empty, apart from MS- 
DOS and Tetris.” 
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EASTERN 
BLOCKS 


Few games have provoked such 
legal wrangling as Tetris. Once the 
DOS version spread, Andromeda 
Software's Robert Stein tried to 
secure the rights, selling home 
computer rights to Spectrum 

im (e}(0)8)vacsmela(e)mcenr-|a\vme(st-| rel ple 
continuing to sub-license rights he 
didn't own, even after the Soviet 
government began to market Jetris 
rights via Elektronorgtechnica 
(ELORG). Eventually, Stein’s hand 
NiVcci=m(e)ge=16 fl ol M@)S(Cu-lat-le) [ale 
handheld rights to remain with 
Andromeda, but banning Tetris 
rights on any other mediums. 

By the late-Eighties, several 
companies claimed Jetris rights 
ownership over home computers 
lave mexe)alsie)(=\sper- [ale oye MO) a1 
signed the arcade rights to Atari 
elalemece)arce) (==) ale Mar-|elelpl= (em ale) ples 
to Nintendo. A major spat occurred 
when Tengen, Atari’s console 
division, tried to release a NES 
version of its arcade title, something 
liars] M@ercleMh linicciare(omiblaaliale p 
Eventually, Tengen’s creation was 
withdrawn, and while Nintendo's 
NES release was seen as ordinary, 
its Game Boy version was one of 
the most successful games ever. 

In 1996, Pajitnov and Henk Rogers 
formed The Tetris Company, 
rer-Vialiare male |alew-l ale Milariinm eee dieliare| 
Alexey with royalties for the game 
he created over a decade earlier. For 
more details: www.atarihg.com/tsr/ 
special/tetrishist.html. 





"©" Don't let the blocks stack up tothe =" 
top, or it's game over! 
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When Flite launched i Ta 1984, ts 3D graphics 


.’» . “and sandbox gameplay were revolutionary. 


; Now, almost 40 years on and a succesful 
* . | return, co-creator David Braben talks to David 
poe Crookes about the impact of his game - 


here can be very few people Ware) 
_* have not heard ot the, masterpiece 
more el cele le-lanlaallae muilial is Elite. Some 
i ate\ZcMere’anley-]acvem| mom O11 4-19, €Ja1-) 
the Orson Welles film classic of 1941, but’ 
while we perhaps wouldn't go thaf far, 
there’s;no denying the sheer impact of 
lan Bell and David Braben’s game. With 
EW icic) fale mem ye) f=) ile)amaar-)are)e) \Var- We) (<t-1.4 
universe can bring yet punctuated by the 
* possibility of action, Elite could be both 
Ko}alsihvarclale mel aacto1tlale mmm l(elalecmrivelel(em els 
suddenly interrupted by a space war or an 
fo} e) ole) miUraliavacem-)cc1-|m-1aleman-le(-m : 
" ID)iaiclacvalmelaletsmvielel(em(st-(emcemeliarsle-ial! 
. possibilities. Players could take basic 
aar-elalialcla Amiovere W-lale ecw m netic ieclcmicelan 
) an agricultural world and sell it to an 
-* industrial one. They could opérate on the’ 
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black market, dealing in slaves, narcotics and 
firearms.In 1984, this kind of sophistication 
Tame: met- anism iccl-mlaleactellelivar-leh'z-laleclem-lalen cit 
there was an early chance that Elite would 
never,even see the light of day. Infamously, 
Thorn EMI turned it down, put off by realistic 
relay é=tlerswelale Mell ere) eaualtsmuve)aleMel-lanl-\e) FN 

that dispensed with multiple lives and the - 
Uh Ure] mets lanl-Maalclearclalercme) Mm ialcmel-\\ Ame mle 
Vigil acere)gal-ielame(e) @itmal-lalel-me)amiemtal-milaen, 
knew it had something special.From the 
moment it was shown off at a press launch 
in Thorpe Park — one of the first games to 
receive this kind of treatment + Elite caught 
ualstiaate(e|lar-lielame)i both the fereiaaiiare and ' 
ate)abzey-|aalialem e)ac}-t-m-1ale Mm" -]p1 me) ance) spawn 
three sequels. “That event created so much 
evangelism for the game and It was clear 


that people wanted ‘it,” David Braben tells us. > 
rata La rem] 
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On 20 September 1984, a 


‘ lag b(-Mer-laal-Mral- lives mnieet 
launched. Its name was 

Elite and it would go on 

to influence countless 
videogames for years to 
come. Created by university 
undergraduates lan Bell and 
DE \WiloMaje-lel-limiim elg-y-) tiesto 
players with a vast, open 3D 
world. Gamers would set 

off from the planet Lave ina 

~ Cobra Mk Ill spacecraft with 
little more than 100 credits 
to their name. On their 
journey through the galaxy, 


-they would become a space’ 


pirate, making their virtual 
WilateManlgeltlelamacs(e(-mm lan! 

game that dispensed with 
multiple lives and time limits 

and simply aimed to absorb 

. the player in the experience. 





@ Elite proves that the impossible is 
possible in 32K of RAM. And it's fun 


too. Elite was also one of the first 







games that generated stories based on 
escapades you had in the game. 


GRAEME DEVINE, 
_ DEVELOPER OF 
THE 7TH GUEST 
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that | played were a frantic few 





Elite has been a Very influential 
game, but what was it that 
influenced you? 

yAWs(e) @e)melini-ia-lalmr-\eite)e-mer- lanl 
together at the same time. | read 
Seifclaleseiiteat(e)am elete) <i \ vale] \VAm 1b] meats) 
late Seventies was also the period 
when sci-fi first started to appear at 
the cinema, with Star Wars being 
the most obvious one. It had some 
of the atmosphere that I'd got from 
the books whereas TV — the likes 

of Star Trek — didn't really cut it. TV 
relgeyeie-laalantss-Wi(s)kowcm o)ia elem a-lanve\cve 
o)aatelale\ iim 1a(emtalsMct-laalomeelellemel= 
said for games at the time. | was 
galelccmalsier-lehc) Val alilelciplercrep 


Which games caught your 
imagination at the time? 

When we were writing Elite, we 
played games like Defender, 
Galaxian and Pac-Man. But | also 
liked Philosopher's Quest. What | 
liked most was the way you saved 
your position and the way the 

foy- (ero me) mi tal-mel-laal-mi- wen elim ante) a= 
measured. Most of the other games 


salialeiccsoir- [010 Mealslame mine lite-)éjaleme(=l-liaF 
- 

Di Te | you. VET Mm comelcere(Ole -M-reltitciaaliare 

different to those? / 

Games like Space Invaders or 

Defender, where you would get 

an extra smart bomb at 5,000 

and an extra life at 10,000,’felt so 

regimented. | thought “what if you 

got two smart ole}anles-e-lalemalem 7. 4ice 

life?” | would want to choose. | also 

thought games were structured too 

aalUleam-)ce)0|alemial-mere)iame|se)em-|slem-ie) 

earlaN male) aaiemere)calelelicimer-|aalstomnii cles) 

just direct derivatives of arcade 

games. | wanted to have much more 

ore) ats}(ol=)aciemel-laal=somual-le-melemeelel(e 


= 





arte sea bag hie aga th ct Ag A gl elgg hen uc Ao eae a ase gl ae aS 





» YOU can switch between diferent wewpein ts, f further 


adding to Elite’s immersion. = 


stop and save your position and 
come back the following evening. 


How was the development work 
split with co-creator lan Bell? 
We tried to split the tasks 50/50, but 
the way it worked in practice was we 
efeyta Mies <cleMolalcy-oaNeltatcimcnerete(= 
all the time. An awful lot of time was 
spent trying to do what we call byte- 
savings, Which was a surprisingly 
rewarding way of trawling through, 
taliaLdiare| “wow, | can rewrite those’ 
(clam atcidae(ertlelarcm[aicomallial=mlalcjige[eitie) ats 
and save two bytes” or “I.could look 
at this, | can change that, | erslamele 
this here, and then we can save two 
bytes here as well”. 
Elite. stripped away many familiar 
‘aspects of gaming such as time 
limits and lives. Why did you" 
believe those mechanics were 
unnecessary for Ehte? 
Arguably Elitedoeshave +, 
lives: it has one life. But 
it was a slightly bizarre 
feeling of “why three? 
Why not infinite?”. _ 
Ble\\/-Mer-laal-1-mtarels 











» The sheer wealth of contentfound § 
in Elite puts many current special ff 
editions to shame 


» 30 Tell us. Where do yo# want to go today? The 
possibilities are endless. 


mix it up a bit. Before Elite, the 
experience of publishers was very 
nalelelam-]elelel mantel dare me r-ltal-}mcarel 
were copies of arcade games and tf 
Volt (ole) alm tal-Mer-te-l(ofelUl-MelMel-laatets 
immediately prior to Elite, there was 
very little experimentation. What | , 
think we did was unlock publishers’ 
willingness to experiment. Publishers 
had rejected Elite as a wonderful 

ole] olallet-Mel-alee-[alem tal-iamer- nal -me) 
think “we want some of that”..So it's 
fate)mtar-im'UcMlal)e)ia-le Mm tal-me(2\V/-](0) e\-1¢- 
— | think there were a lot of different 
experimental games that people © 

= ‘were probably araeey, making — but * 


Economy:Rich Agricultural 
Government : Dictatorship 
Tech.Level: a 
Population: 2.35 Billion 
(Human Colonials} 

Gross Productivity: 76686 HM 
4116 km 
Lave is most famous 


vast Fain forests 
oe tree grub. 


CR 
Average Radius: 


for 
and 


its 
the 


+Detailed Gescriptions ot sack planetgives yous 
impression of visiting exciting new worlds 
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GRAND THEFT AUTO III 


m™ Considered to be ElNe's natural successo 
the explorative, sandbox, mission-based ple 


Grand Theft Auto's first 3D foray was testa 
to Sam and Dan Houser’s\\mmense appreciathy 
of lan and David's game. 









craft enhancements 
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OND THE FRONTIER 


\\ | m Egosok's debut game in the XNuniverse felt * 
| | like a simpler version of Elite, but there was an 
|, identical sensdof adventure with baseNo- -base, 
oc lots of tradifig and ship upgrades: 





EVEQONLINE 
m Eve's senior producer Nathan Richartgon’ 
has never dented the influence Flite has hada 

ic game and witha huge galaxy to explore, 
interplanetary.trade, docking and shooting,'the 

’ similarities are stark. 


it was m@re that 
» we Inspired the 
ele le)it-jal-le-mcemele 
VViitala(sme(=1"/-1(0) 0\-] 6- ae 
ideas. Foratleasttwo ~ | 
to three years we saw a lot 
of new genres come up that 
m at-tolamar-lareM lee) ey-|e)ANielel (clan 
‘ have been considered by a publisher 
before that. , : 





We brainstormed a few different 
ways to make you care about your 
SalleMelale Mem Uclace eenuncliccle muri 
dg-lelfalemivelellom else Melimele)alale hmm A'iar-lt 
o- * fo fomviel@Manl=y-]atam (ole Me-m oll \ alate nr-lar- 
certain price and selling a bit higher? 
's](emel-r-] Pm tat-) me lel-l-1aM a-rel0|prem-) (elliiale p 


* 





that doesn't sound like a 
royaal ofeidi ve) me Colts) of-[e-W [alV7-10 [Ie 
orto Defender”. But we tried it out 
lave méncelece|ajmm-leids (<li Mam ial tome lilt: 


_ re a ar 5 * 
— ‘s, = ea 
Frent View . 


if you've got a cargo of efe)(omtarcys 
VielUMc-Miav/ [ale mcCoMe[-1atalcellle a Mim oleKn- 
actually making a journey, rather. 
than just trying to survive two-and-a- 
stclimaalialeliece ; - 
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sis 
a. Fs J * 
caiit, 


Onte you had the survival, it felt the 
score was money essentially Flare! we . 
contextualised all of that in terms 
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DAVID BRABEN EMPHASISES THE IMPORTANCE OF ELITE’S TRADING ASPECT 


compelling. You care so much more , 


ELITE 


The impact of lan Bell and David 
Braben's game can be seen in a 
great many other franchises... 





FREELANCER 


m@ As mercenary lawless adventurer Edison 
' Trent foraged his way through the darkne 
of space, riendly or 
» hostile factions played a big part, whether 
gamers assumed the role of piratestrader - 
bounty hupter. 
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PACE ROGUE 


@ Space Rogue took Elite and added 
filled-in 3D graphics, realistic physics and 
RPG elements, Its SuRCESeiy blend was 































DEEP SPACE 


g@ Although marred by annoying controls, 
Deep Space pitted players in a STRIX 
fighter and plunged them into deep 
‘space, letting them earn credits for better 
weapons and energy boosts. * 
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of bounties so as soon as you had 
the idea of carrying cargo, ajl the 
other roles felt quite natural. “I’m 
attacking someone because | want 
their cargo” —so you're clearly a 
pirate. And having a bounty on your 





stars appear, undraw them and 
aetelec\Wvm tats \aale-lale miallal ame) a Pn cele hic 
‘lost any persistence of vision”. You 


later-le =] eo M-1--1 a a1-10 M (ele |(or-] Mm Malla mtzele late(emalemict>)|iale me) me] Dre) ar || Mm msrsht . 
(role) (em el-m-molelelalavcialllali:) mi /190(e]0) ane—O ele) "ame m(-1-)aeMaat-lelalialcmeele (= Plate Ps 
actually breaking the law. So the idea = | thought there’s got to be a game ." 

of law was added. Jt came together hére because It’s so lovely. It was ' 


Elam=lanle)avanuiels (mele) a@elemal-[em-i0 (ea m- 
sensation of motion and of 3D that it, 
felt compelling and that’s why | tried 
Com V(e]g qelel male) iva come|e-\) me) BE-jar-]e\--s 
So with Elite, it was a bit back to 
front; it was very much driven by 

the technology, as in that came first 
and then it was “all righf, it needs a 
jefe (ectojal] oMmiareimeleliomel-mielamcominy, 
laolelarem-lalemale|aiamealacemilelateiatemiame]D) 
actually felt great. It felt different. 


quite quickly. ‘ 


itv wasn t as eds as that. | had ah 
Acorn Atom and | wanted to write — 
daliemaaliare MYNalci¢omele males mdalcelele |e 

Fel amey.4efclaleliale ms) e)alsiaome mci a field, 
but | was horrified by how slowly 

it drew’'it in BASIC: you'd see the 
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DR WILY IS TRYING TO TAKE OVER 
THE WORLD WITH HIS ROBOT 
MASTERS, AND ONLY THE BLUE 
BOMBER CAN STOP THEM! FIND 
OUT HOW THIS SUPERB SEQUEL 
SURPASSED THE ORIGINAL AND 
LAUNCHED A BELOVED SERIES 


second chances are worthwhile, Mega Man Il 

might just be the perfect piece of evidence. 

lt seems crazy to Imagine now that Capcom's 
blue bomber is a beloved fixture of the gaming world, 
but the original Mega Man (or Rockman, in Japan) was 
not a particularly successful game, despite earning 
some critical praise. In fact, sales were low enough 
that Capcom couldn't justify the production of a sequel 
— in fact, tt was only after an appeal to management 
that development was permitted, and even then the 
team had to work on other projects. 

Faced with these limitations and a short 
development period, the team chose not to reinvent 
the wheel. Mega Man Ii adopted the shooting-heavy 
platform game template of its forebear, which was 
hardly a bad thing — it had been received well, and only 
needed minor adjustments to captivate players. To 
speed development along, the team utilised unused 
concepts from the original game, such as enemy 
designs. Capcom also invited fans to send in their 
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METAL MAN 

@ This boss hangs out in a factory, 
and loves to throw circular blades to 
chop his opponent down to size — and 
unfortunately, that means you. 
HOW TO BEAT HIM (f you get in 
close, he'll leap to the other side of 
the screen making his blades easy to 
dodge. Shoot him as he lands - easy. 
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BUBBLE MAN 

@ We're not quite sure what's supposed 
to be so deadly about bubbles - maybe 
corrosion? Still, this chap puts up a 
good fight. 


HOW TO BEAT HIM Bubble Man 
fires bubbles in a wave pattern, but 
these are pretty easy to dodge since the 
fight is underwater. 


Ce a i | 


ee 

@ Thankfully, indecent exposure isn't 
what this Robot Master is all about - 
instead, he rather likes stopping time to 
put Mega Man on the back foot. 


HOW TO BEAT HIM He leaps about 
the screen firing at you and stopping 
time to confound you. The flexibility of 
the Metal Blade is your friend here. 





MECHA DRAGON 

@ The first guardian of Dr Wily’s lair 
is this large and rather terrifying piece 
of flying, fire-breathing machinery. 
HOW TO BEAT HIM Dor't bother attacking 
until the dragon has stopped chasing you. Once you're 
one-on-one, you can use your regular arm cannon to defeat it — 
just time your jumps well to avoid the fireballs it shoots. 
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BOSS RUSH 











In order to get to Dr Wily, you're going to have to get past his 
hand-picked guardians — and he’s picked quite a few... 


AIR MAN 


@ This windbag uses a fan to generate 
mini-tornado attacks. These can be 
pretty hard to dodge, so hes more 
than just hot air. 


HOW TO BEAT HIM Air Man 
attacks a set side of the screen. Once 
you've dodged his barrage, he'll move 
and you can attack him from behind. 
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HEAT MAN 


@ This hothead can turn himself into 
a shooting flame, and has a burning 
desire to see your energy bar go up 
In smoke. 


HOW TO BEAT HIM Heat Man will 
fire some shots, then blaze across 

the screen. To cool him off, we'd 
recommend using the Bubble Lead. 
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QUICK MAN 

@ This speed freak likes to jump around 
and throw boomerangs at Mega Man - 
an odd method of attack, but one which 
proves surprisingly effective. 

HOW TO BEAT HIM This guy isn't 
easy to topple, but he can be defeated 


relatively quickly with smart use of 
the Crash Bomb. 
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OOBEAM TRAP 
@ The most unusual boss in the game, consisting of wall-mounted 
laser cannons, and one of Wily’s final traps. 


HOW TO BEAT HIM Strategy is needed here. You have seven 
Crash Bombs, and you need all of them — two to destroy walls, and 
five to destroy the beam cannons. Don't waste your ammo! 
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CRASH MAN 

@ You might expect this guy to glitch the 
game, but he's actually a mad bomber 
with a real appetite for destruction —a 
truly dangerous foe. 


HOW TO BEAT HIM Crash Man 
jumps and retaliates with a bomb when 
you shoot. We'd advise you to use the 
Air Shooter against him. 











WOOD MAN 

@ No, not a lumberjack — this oddball 
is genuinely threatening thanks to his 
ability to cloak himself with leaves 
while still attacking you. 


HOW TO BEAT HIM As wellas 
shooting leaves at you, Wood Man will 
drop them from above. With Atomic Fire, 
you can take him out. 
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PICOPICO-KUN 

@ The second line of defence at Wily’s 
fortress. This enemy isn't big, but it 
comes in numbers and it only gets 
tougher to beat as time goes on. 


HOW TO BEAT HIM Use the Metal 
Blade for aiming flexibility, or if you're 
feeling spicy, the Bubble Lead will inflict 
a one-hit kill. 





GUTS TANK 

@ Boss three in Wily’s defensive line is this lumbering thing. It shoots 
projectiles from its mouth and releases enemies from its chest. 
HOW TO BEAT HIM The Quick Boomerang is probably the best 
weapon to use here. To damage Guts Tank, you need to attack Its 
head. You might wish to stand atop the tank's treads before jumping. 












WILY MACHINE 2 


@ The mad doctor himself joins 


the fight! 


HOW TO BEAT HIM For the 
first part of the boss fight, use 


fully charged Atomic Fire shots. 


The second form of the boss is 


immune to Atomic Fire, but still 





vulnerable to Crash Bombs. If 
you dont have any left, try the 
Air Shooter or Metal Blade. 


@ Could Dr Wily have been an impostor? 

lt appears so as he transforms into the 
Alien, Mega Man's final foe. It flies about ina 
figure of eight pattern. 


HOW TO BEAT HIM Only the Bubble Lead 
will damage the alien. Not only are the other 
weapons ineffective, they ll actively hinder 
your efforts by refilling the alien's health! 


66 Anon-linear 
structure might not 
seem like a big deal, 
but it wasnt common 
in the Eighties 97 


concepts for Robot Masters — the mechanical bosses 
of the Mega Man world — and used tweaked versions 
of those in the game. 

The setup for the game is simple. Following his 
defeat in the previous game, series antagonist Dr Wily 
decides to regroup and take out Mega Man. However, 
instead of taking over other robots, this time Wily has 
built his own Robot Masters: Air Man, Bubble Mian, 
Crash Man, Flash Man, Heat Man, Metal Man, Quick 
Man and Wood Man. The benevolent Dr Light sends 
Mega Man off to defeat them, and put the dastardly 
Wily back in his place. 


§ ach of the eight Robot Masters has a 
level which fits their overall character — 
Metal Man's stage is an industrial area 
= full of conveyor belts and mechanical 
hazards, whereas Air Man's stage requires you 
to negotiate sky-high moving platforms over 
bottomless pits. Likewise, Bubble Man‘s stage 
dios underwater and Quick Man‘s stage is filled with 
hazards that strike suddenly. The end of each stage 
involves a showdown with the boss, and victory allows 
you to claim a cool new power-up. Since Mega Man I! 
inherits a nonlinear structure from the original, you can 
choose to tackle these stages in any order. 

In today's environment of open world, open-ended 
games, a nonlinear structure might not seem like a big 
deal, but it wasn't at all common in the late Eighties. 
What's more, it was a blessing — Mega Man // is quite 
difficult, but the challenges are varied. You can choose 
to prioritise what you're good at if you're more skilled at 
certain tasks, such as precision platforming or combat. 
Alternatively, you can tailor your style to the power-up 
rewards you get for beating bosses — with the right 
weapon, you can tear the Robot Masters to shreds 
in a matter of seconds, making this a very viable 
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MEGA MAN Il 


MEGH 
SPEEDS 


This speedrunner, known on Twitch and Twitter 
as cyghfer, can beat the game in just 26:37! 






When did you first encounter Mega 
Man II and what did you think of it? 
| Knew of Mega Man as a kid, but since | started 
having an impact on our household's videogame 
purchases during the N64 era, it wasn’t a series 





that was really on my radar. It was much later, 
during a period of exploring NES games via 
emulation, that | played through all six NES Mega Man titles. Mega 
Man II definitely made the biggest impression on me. 


What makes the game well-suited to speedrunning? 
Mega Man II is a game with simple movement on the surface but 
a wealth of deceptively difficult tricks when you attempt to push 
the game to its limit. The most fundamental trick used to progress 
quickly through the game is the horizontal zip, where you manoeuvre 
Mega Man into a ceiling in one of several ways and then kick off a 
sequence where Mega Man moves rightward one tile per frame — 
that is to say, very fast. 

One of the other main attractions of the Mega Man II speedrun 
is its varied and interesting set of boss fights. Almost every Robot 
Master fight in the game requires interesting and difficult movement 
to take down optimally, or to react favourably to a wide array of 
random patterns. Mega Man Ii is among the most competitive 
speedruns from the 8-bit/16-bit era, and it is a game that demands 
persistence and rigor from the player. 


How much practice have you put in to reach your 
personal best of 26:37? 

| would estimate that my total amount of time put into the Mega 
Man I] speedrun is around 2,000 hours, give or take 500 in either 
direction. This includes initially learning the game, investigating 
possible strategy and route improvements, practicing the game, and 
doing runs. Probably around 40 per cent of that consists of practice. 


What are the common stumbling points when you’re 
trying to put together a run? 

The most notable sections in the run where run-ending mistakes 
occur are the ‘open air section in the Air Man stage, the start of the 
Crash Man stage, the three screens with the fire-breathing dogs in 
Wood Man, the major tricks in Wily 1, and many screens in Wily 4. 
However, there are many more spots that won't usually outright ‘kill’ 
a run, but where significant mistakes still occur frequently: the rest of 
the Clash Man stage, the Quick Man stage fight, the ‘item-2 zip’ in the 
Bubble Man stage, more spots in Wily 4, and many spots in the Wily 5 
refights. Really, the run can die anywhere. 


Do you think there’s much scope for improvement on 
your time, and do you plan to try beating it? 

A few years ago, these kinds of times would have been considered 
nearly unbeatable, and all competition would have more or less 

died out barring significant new strategy discoveries. However, our 
collective level of consistency and knowledge has risen to the point 
where the frontier for a realistic time in Mega Man || appears to be 
somewhere around 26:25. 

When | returned to Mega Man I! speedrunning late last year, my 
best was 27:01. | pushed hard to lower my best time to the 26:37 | 
have today, and | needed a break from the grind. But I've come to 
realize that pushing myself in Mega Man II is one of the endeavours 
that gives me the most meaning and joy in life. 
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strategy. This only lasts so long, though — once the 
Robot Masters are taken care of and Mega Man is fully 
powered up, your final challenge is a linear run through 
Wily's lair on the way to the ultimate fight. 

The one major complaint that many players had 
about the original Mega Man was that It was too 
dificult. Mega Man // includes a number of features 
to reduce the frustration factor. Perhaps the most 
important is the E-Tank, an iconic ttem that can be 
picked up and used later to fully restore energy —a 
literal lifesaver when used judiciously, and the only 
way to gain energy during a boss Tight. Then there 
are Item 1, Item 2 and Item 3 — dull names for sure, 
but they allow for the creation of platforms that can 
allow Mega Man to skip past tricky parts of stages, 
and access otherwise unreachable items. Further still, 
the international release has a difficulty setting which 
reduces the resilience of enemies compared to the 
Japanese games. It's still not an easy game, and some 
sections remain infuriating, but it’s certainly far more 
reasonable than the original. 


hat reduced frustration allowed players 
to more easily appreciate not only 
playing the game, but the sights and 
sounds along the way — and they were 
special in their own right. The series’ signature 
cartoon graphics are best expressed by the larger 
sprites, but even the relatively small ones like the 
Robot Masters are packed with personality. As for 
the music, the tunes are amongst the best conjured 
from the NES — high energy, memorable ditties with 
an upbeat feel that matches the on-screen action well. 
These have inspired a huge number of fan remixes 
and covers, and are frequently cited when discussing 
classic videogame music. 

Mega Man Ii was released in Japan in December 
1988, and like its predecessor it was popular with the 
critics. Famitsu’s four reviewers gave scores of 6, 7, 8 
and / for a total of 28/40. Western reviews were more 
enthusiastic, though. All four reviewers tn Electronic 
Gaming Monthly offered the game 8/10 when the 
game arrived in the US in mid-1989. When the game 
finally arrived in the UK at the beginning of 1991, 
reviewers were even more effusive in their praise. 


» Good tactics are essential to beating the basses, including correct 
weapon selection. 








The Mega Man 
series asa wnole 
owes its continued 
existence to Mega Man 
I's success 


CVG offered the game 95%, and Mean Machines also 
gave it 95%, with reviewer Jaz Rignall commenting 
that it was “one of the finest platform games ever 
seen. Zero rated the game 96% and gave a Console 
Classic award, stating that it has “playability just 
coming out of Its ears.” 

This time around though, the sales were there to 
match. Mega Man !! would ultimately sell 1.51 million 
units, making it one of Capcom's best-selling games 
ever at that point in time. Only one Capcom NES game 
sold more copies (that being Ghosts ‘N° Goblins, with 
1.64 million units), and it remains the best-selling game 
in the Mega Man series — but that's not for a lack of 
releases, as Capcom's mascot has starred in literally 
dozens of games since. 

The Mega Man series as a whole owes its 
continued existence to Mega Man II's success — had 
sales once again failed to meet expectations, that 
would have been it for the blue bomber. Yet with only 
some small tweaks, the team was able to follow a 
struggling game into a smash hit, which is something 
all too rarely seen today. The result was that Mega 
Man would make tour more NES appearances, sticking 
with the 8-bit platform up to 1993 and creating an 
unbreakable association in the process — so much so 
that Mega Man 9and Mega Man 10 went back to the 
NES style despite being developed for the Vii, PS3 
and Xbox 360. As for Mega Man I/ itself, it has been 
featured in the Mega Man Anniversary Collection and 
Mega Man Legacy Collection compilations, making it 
easy to track down today. 

50 if you're already a fan, by this point you've 
probably got a hankering to negotiate the deadly spikes 
of Bubble Man's stage again already. But if youre 
not a fan, or you'd previously dismissed the game 
for its admittedly stiff challenge, it's well worth giving 
the game another chance. After all, we wouldn't be 
talking about this if second chances didn't lead to good 
things, would we? 
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» We used to like rabbits, until this one started firing carrots at us. 
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1989 was a time for action — not words — and Capcom proved 
violence was the answer with one of the most revered kick 
arse-a-thons ever released. Final Fight’s designer, Akira 
Nishitani, opened the doors to his digital dojo and showed us 
the secret ways of beat-‘em-up-jitsu 


and it certainly wasn’t the last. 
WATc\UcloMinelsam-liclmyiiamemol(elalihy 
cynical tilt of an indifferent head, it 





‘em-ups from the arcade’s silver age. 
But through a careful and considered 


ever seen. 
"A\(-me]U) a@e)amel0|ar-jey-lagialeme|(e\y-1-) 

elaem tcl L<ciem com tal-Mevepre(-s-1[6) (>) mr- [a8 

programmer of Final Fight, the high- 
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“| was born in Tokyo, and as long as | 
can remember, | always loved to play 
games: board games, card games — | 
Ii <cTe cole) -\Var-lanvadiale me) mey- lanl 1 im 
Nishitani begins. “While | was a high 
school student | got a part time job 
as writer for Beep! magazine, mainly 


» PUBLISHER: CAPCOM 

» DEVELOPER: CAPCOM 

» RELEASED: 1989 

» PLATFORM: ARCADE, VARIOUS 
» GENRE: BEAT-EM-UP 
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t wasn’t the first 2D, scrolling, two- 
player co-operative fighting game, 


wouldn't take much to brand Final Fight 
with the same iron as all the other beat- 


analysis of this intricate genre, Capcom 
brilliantly distilled the art of the beat-’em- 
Wl em comec-r-](omagl-m ale @eciilal-1em=).clagle) (= 


spirited and enigmatic Akira Nishitani. 


concentrating on arcade games. After | 
graduated from high school, | started to 


V0) 4 as lowe @)t-lal als] eam Walicm (0) 0M atelom el=1ee)aai=) 
very important in Japanese game design, 
but back then it was still quite unusual.” 
A passion for games and an organic 
progression toward the arcade 
is a similar story to that of many 
accomplished designers we know today. 
And clearly this passion has not waned. 
He continues: “These days | play games 
more as work than as a hobby, but! still 
play everyday. | think it’s very important 
com-re)pal=lelaleMia\el\icrem emigicmiaelerc)iara 
although | secretly aspire to be a ‘super 
grey player’! I'm determined to be better 





» Akira Nishitani motivates his troops at Arika —the game 
developer he established after leaving Capcom. 





than all those young players!” he laughs, 
striking an accord with retro gamers the 
WVCola(e mec] ltamalicme)ale(olmi0llNmsrcie)ts gle 
Japanese phrase, “super grey player” 
(this is a literal translation which is 
simply too delicious to wilfully alter, but 
is perhaps best interpreted as “mature, 
yet respected, gamer”). 
When Final Fight was being 

conceived, it was a time of change 
for the entire videogame industry, 
re] ale @F-|elere)pemell-\\-1emaleh-jaal-||mel-laale 
ushering in that new age. Akira told 
Uicw- Mm [iai(-w-]ele)e)mialer--M-lanle)arelalle 
days at one of the most historically 
ifelaliiiersia) md (e(siele(-|aateme(2\V/c1 (0) 61c] eo" 

“[Capcom] was an incredibly lively 
place, although there weren't actually 
that many employees when | first 
started work there. It was great, because 
everyone felt like we had the opportunity 
iomee=t-](- Mele] me) ua mielieless 

“At that time, these kinds of action and 
ifelaidiaremer-lanicimar-lemelaliva [erie elciele)aal= 
fele)e)U|t-lemcre mi cme(sle(e(-e MI Mc omigi-Mele lal! 
time to make our own. They had been 








r » The arcade flyer depicting the short = 
lived Street Fighter 89 concept. 
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Gang, to stop bothering his daughter. 
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Felgelelale mie) arc mle)aleMilaalsme) mee lela -Fm olb lt 
to be frank, | don’t think these kinds 
of game were ever much fun for me. | 
looked at the style of fighting games, 
and thought to myself “how can | 
make It more interesting?” That was 
the beginning.” he says with genuine, 
patriarchal emotion. 
PAWeUle-re)a'at-l0laiar-icelel elem igiomlaltcigatcil 
reveals what is probably the most 
=) 018),<<1 a= 010)0i @-/ ale Mallcire)aier-|i\Vallan)|ele)ar-lait 
aspect of Final Fight’s conception: its 
Street Fighter lineage. But that family 
tree may not be as well rooted as it's 
been suggested. 
lt occasionally escapes our notice that 
the original Street Fighter shared little 
amee)aelagre|amulicamitcm (cle l<)alel-lavme)at-je)ai ale p 
Street Fighter had gained considerable 
recognition, but even by 1989 it had 
been severely tamed by time. There 
is evidence that suggests Final Fight 
was originally intended to be a sequel 
to the somewhat damp Street Fighter 
squib, but the monumental differences 
ame tclanis)e)t-\arelareme|-t1(e ame) aalosi uate] @ 8iol(= 





that tenuous inheritance. Nishitani-san 
explained further. 
“Our intention was to develop Final 
Fight as an original game in Its own right 
— and that’s what we did. However, Street 
Fighter had such a high name value, we 
decided to make use of its recognition 
and changed the name to Street Fighter 
‘89 for a game show where it was first 
displayed,” explains Nishitani, 
quickly unravelling the 
knotted rope of Final Fight’s 
origin. He continues. 
“At the game show, It 
received an excellent 
reception, proving 
Wis] amanle]gomele) eel isle 
than we could have 
hoped. But this really 
wasn't related to Street 
Fighter. We'd made 
Final Fight as we'd 
intended — with a 
ice) e-li Ve llsicie=ialarclale| 
new world view, so 
once its popularity 
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atcloM olorsJamene)aldianalsieMmy=me(c1e)(e (216 mielele) 
back to the original name. 

“If truth be told, the only thing we ever 
changed when testing it as Street Fighter 
‘89 was the logo, so it was no hardship 
putting things back to how they started!” 
he laughs. 

Although the Street Fighter inspiration 
may stop at a rather abrupt and 
unchallenged brick wall, it's not the 
only pop-culture reference ardent fans 
ate Nis J tints from Final Fight’s ether. 
aa _ Akira explains to us how 
x ) some of these popular 
references might have 
come about. 
“Before we developed 
Final Fight, Capcom's president 
_ suddenly gathered us all 
together and said, “The future 
__ of entertainment is in movies! 
I'm installing ten TV screens 
im (6) ma'Z0 0M 'A's-i (eam (maat-la\vi 
Meme lhicclactaim “late (ey manveniiece-lare 
Talielagat-ltlolam-lsmelemer-lemilacep. 
And, from now on, when 
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STREET FIGHTER ll: THE 
WORLD WARRIOR 
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» What does it say 
about a modern 
day sequel when 
the creator of the 
original has never 
even heard of it? 
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CAPCOM 


RELATED 
GAMES AND 
SPIN-OFFS 


ALSO IN THE SERIES 
PAN Ol Cla ICLOD | 

MIGHTY FINAL FIGHT 
FINAL FIGHT CD 

FINAL FIGHT 2 

FINAL FIGHT 3 

FINAL FIGHT REVENGE 
FINAL FIGHT ONE 

FINAL FIGHT: STREETWISE 
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» Grabbing Ed's S gross, iisedic gum when you're energy level's full grants a 
rather spiffing 42910 paints in celebration of Nishitani-san’s birthday! 


THE BEEF | 


A game isn't great unless it's 
igfe)gelelelalVminieti-emiitamalele(sin 
references and Easter eggs, and 

Nishitani let the lid off some 
beauties from Final Fight. 

“In Japan everyone knows 

Fl ele lel acm tel aiel(e|6(-mer||(=16 
“alchemy”. When you smashed 
up the bucket and drum in Final 
Fight, if you could hit the right 
button at the right time the 
cciaaiomesat-lale (sm ialComlelagleme)mere)(e 
or a diamond. These are worth 

10,000 points each, so it’s an 

ateltcyel<]ptct-]8)(omcciel alae 16> re) ars) 
alle aero] g- el pts toi-1 a 

me (o]0 er-]ame(-im o](emole)ialtome) am (-\"7-) 
three, as well. If your character 
has full energy and picks up 

the gum which the boss, Edi 

E, spits out, you receive 42910 
points. This is a courage bonus 
for taking someone else's gross, 
spat out gum. The reason you 
score that strange amount is 
“42910" is my date of birth 

— 42nd year of Showa Era 
[1967], September 10th. 

Also, if you complete the last 
level on just one coin, you see 
the special ending. In Japan, 

it was called the “*gyudon 
ending”. I'd love your readers to 
see this awesome ending, but 
Melelama dale) mimce)e-i(e|am=ve|lielars 
have it or not. If not, please buy 
the Japanese edition!” 
*Gyudon: literal translation 

— beef bowl. Don’t ask me! 
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» For those of you who don't have a 
Japanese version of the arcade machine 
(shame on you), here's a few clips of 
the gyudon ending. We can only quess 
who's who... 


92 | 100 GAMES TO PLAY BEFORE YOU DIE 








— a. 


see, eee , c i! arias 


together with Jessica 

















you develop a game, you must make its 


image first!” He ordered us just like that, 


Tomice] sameal-i@ ele)inimelami(cm-| 6) e)cey- (ease 
our planning and design as if it were a 
ale) V/(o Wi a= c6r-|| WAU die-M-1e 016] @talompelcrciiiale 


WiValleamutele)|(emalelmelal\mlalaiel-iale-m@r-]ele0) aap 


but other Japanese developers at the 
time, including long-term rivals SNK. 

A haltcmacleateli@nceleialelome)geyeleiareliys 
with another well sooken rumour about 
the origins of Final Fight’s back story. A 
(ere) at=j(e (21 f=] 0)(< Male lan) els) me)m el-] ec |(c1(omers|am els 
drawn between the game and the 1984 
cheese-ball gangster movie, Streets 
Of Fire. Without hesitation (or regard 
for a conscious breach of Japanese 
etiquette), the question of their possible 
relationship is fired at Mr Nishitani and 
we're eager to hear his answer. There's 
a disconcerting pause before his answer 
arrives although, mercifully, it carries his 
fefeleremallanrelele-iemiiie 

“Hmm. At the time, we certainly 
weren't aware of Streets Of Fire, but 
I've just Googled it and there does 
indeed seem to be something familiar 
about it. But then again, this style of 
story was very popular back then. Lots 
fo) milelaltiaremel-laal=weat-(e(-meli-me) aie 
guess we were part of that crowd!” he 
chuckles, apparently impressed by the 
investigative prowess fans of his game 
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» A keen eye will notice 
the phrase “NiN" 




















cropping up throughout === 














Capcom's back ff 
catalogue, courtesy of 
Mr Akira Nishitani. 


have gone to over the years in order to 
uncover every last little detail. 


hile we were on the 
subject, we decided 
to clarify a couple of 
other possible allusions 
from Final Fight's antagonistic cast — 
specifically Andore, look-alike of the late 
American wrestler Andre the Giant, and 
daloMalUlaalsigele lcm rele q@er-laleMecliciecia(ecimiarele 
Je) el=ts]mmtaleelele|aceleimini-mel-|patce 

“| have a friend whose nickname 
is “Andre”, and it’s actually him who 
the characters in Final Fight are named 
after,” he tells us. “Of course, | have 
to admit those characters do look like 
Andre the Giant, though. Also, we had a 
woman co-worker who we asked to list 
as many names as she could think of for 
our characters. She was really into rock 
music, so that’s why lots of them turned 
out to be named after band members!” 
So it would seem that, despite its clear 




















Fe]aremelsiilaliale miaicsle)/e-1t.e])ame)m =i(8|aliistom ele) e) 
culture, Final Fight is more a part of that 
ethos than a collection of references to it. 
While the basic premise of Final Fight 

might not have blazed any particularly 
new trails, the gameplay mechanics 
certainly redefined the way we 
interacted with the beat-’em-up principle. 
Of particular note in Final Fight are the 
(ole-]pat-lilemeliaicit-)alect-me)mealom e)[-\\7-16) (21 
characters Guy, Cody and Haggar. The 
liglaciom e)ge)f-(e(e)alicikcme)aicia-e mel (val aleii iy 
arethva(eler-|mer-lenlinlems>¢9l-lalc]alectmrell(elui late] 
players differing gameplay depending 
o}amtal=limagleleleme)mileiaiiiacemelc-i(-ic-1aeom 
Whether the player preferred speed and 
skill over brute force and ignorance, Final 
Fight was the first beat-‘em-up to offer 
igtclmeale)(nce 

“This was a feature that took quite a 
Relate melant-mcomianl®)(-1eal-)nlem (amigiom=1 ale Mat <) 
prepared the three characters you see 
lam ialemel-|ealsmelom usm (alelelelalmials\meliiciaste 
the greatest choice. It just wouldn't be 





In Final Fight; Theyre 
Serving Cocktails. 
Molotov Cocktails. 


You son of 


What have YOu 
kidnapped 


Hagpar’s G: | | »"| also remember changing the demonstration screen for an overseas version, to try and tone down any sexual elements.” —Akira Nishitani. On 
daughter, * ws _ a ee. the left, the Japanese attract screen \and it certainly does!). On the right, the Mary Whitehouse version. 
Jessica. » , P ea, 
Now, you must 
head to the streets 
for the Final Fight. 
Use ae! fists ik 


Those creeps! 
The Mad Gear 
Gang has 
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» "| went to San Francisco once to.see Final Fight at its first test 
location. | was-so excited, as it was the first time I'd ever been 


abroad!" Akira Nishitani. 


66 This is actually the first time I've 
ever heard of Final. Fight: Streetwise! . 


your teeth out. 


Google is really useful! 77 sccssiiiiv 
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as exciting if they didn't each have a 
ollaiciecialm@(elelant-vmtalcelole|aminl-mel-[ealome 
Nishitani explains. 

Since each playable character 
avelomantclime\ i amagle\(cicw-lale miei mela! 
stylings, the character design work was 
effectively triple what a developer would 
=) 0]-101 Ol BalicmelOl- ||| avme)me(-1-)(elam-lalemel-)e)in 
fe) me(-re|(er-1 (eam omalyie)(omtalgelelelalel0 | am) are] 
Fight, resulting in the some of the finest 
(oats ]e-\e1(c) mrs] ale Mey-le1.<e|celelaleme|e-|olal(eces 
beat-‘em-up had ever seen. 

“My real challenge was the deep, 
pseudo 3D space, and how the large 
sprites interacted with it. There are 
sO many concerns when It comes to 
Flelel|aremelsit-||(-m(ee-M(-\1/c1 Mame) m=» ¢-lpn|e) (ch 
Lmtiiswele(emslame)|melaelaapmiars(e(etcws|/M.4/alels 
of processing difficulties. Can the 
lays]e-[e1(cle-mellagleme/amial-mels0|paralim-ey 
what happens when another character 
destroys the drum while they're stood 
on it? Can we have one drum on top 
of another? It creates a lot of problems, 
but these details are important and we 
Vc] alice Mm Comelgor=jtcm-malle|smeiel-|\inmer-|en(sa am 
Akira laughs, fondly reminiscing about 
difficulties that, at the time, would 
undoubtedly not have seemed quite so 
funny. And yet he’s quite correct — true 
greatness Is in the small details. He 
continues: “Visually | wanted big and 





detailed characters. I'd liked to have 
added more enemies and animation 
frames, and even though Final Fight had 
very good optimising software and the 
CPS1 board was technically superior, 
there were as many budgetary and time 
Tigalitei te) atcwrs tom iaislacirelacm tp lercisMe reece 

“However, | believe that despite those 
limitations, Final Fight was still the best 
feleia(e)sgatelalecmetclsa(ome)m talc mil aalo ra 

Final Fight was only really brought 

back to the arcades in spirit, and not by 
way of a direct sequel (most notably in 
the superb Aliens Vs Predator). Its real 
legacy lies with the Super Nintendo, 
though conversions and sequels have 
seen both success and controversy. One 
of the weakest attempts to resurecct the 
series was Final Fight: Streetwise for the 
Xbox and PS2, though reviews were not 





» One of the best conversions of Final Fight is to be found on 
the Game Boy Advance. 


» The second bonus round ts considerable tougher than smashing up 
the car. Break the glass without getting close enough for it to knock 
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late Ma Acmale)elslem al die-maalie|pla@el-m-16)(-mce) 
explain the somewhat shaky philosophy 
behind this most recent update and why 
h@aaliejaim@ale}@ar-\ucm vel <ciep 

md Bs" tomelal Valence) \cremamial= 
development of the original Final 
Fight coin-op,” says Nishitani, once 
elerelinmcelaalialemcemalicmeve)paleleii-im elm) 
bit of on-the-fly research, “and this is 
actually the first time I've ever heard of 
Final Fight: Streetwise! Wow! | see it’s 
(erst at]ialivaeyetcisleme)amel0|m@e)(emer-laagi-mmelele 
Mo Mal-a\(:1malst-]¢0 me) MIM 0 lait Male) amelelele| (= 
is really useful!” he laughs, showing no 
signs of the disgruntlement he’s more 
iiatclam=jaliit(sve mem atclgelelelmce\ lee Rc leln 
Ulaliatsjeliccre Me liome)malcme) areal Muvel se 

Despite the industry’s trend for 
avoiding the wealth of established talent 
Vials] ami@ece)aalciom(eme-)iaal-le)ialiale met-l-s-) (6 
games, Akira still has a fond place in 
his heart for Final Fight, and shares a 
glimmer of hope for a sequel that might 
finally do justice to the original. 

“Final Fight is an immortal game, but 
lately | hardly see any kind of action 
games. We once again need more 
interesting varieties, just as we did when 
we created Final Fight. | have lots of 
detailed ideas, and if | had the chance |’d 
[e\ii-m (ome (-\"/2)(0) e-Mals\i"ac-1e-)¢) sae 

Eep! 
















SE ReRNS 
N4ftlbv 208! 


| — 
a aos (eee TheSD oneson-one 
ze —— inks ciate ae ay, j Final Fight Reverige 







| was actually pretty 
ee ogee even if it 
stly unnoticed 


SMASHING! 


Game designers had dipped 
their toes in the shallow pool of 
between-level-bonus-rounds 
before, but none had delivered 
such delectable lashings of 
unnecessary violence as in Final 
Fight. Nishintani-san told us 
more about car repairs on the 
streets of Metro City. 

“We definitely wanted to have 
crash bonus round, and had 
many ideas, like destroying a 
piano and a house. There was 
another idea we developed but 
didn’t use in the end, where 
players had to beat bad guys 
until they were buried in the 
ground up to their shoulders! We 
decided in the end that smashing 
up a car would work better 
visually, however. 

“Also, around that time, | don't 
remember the exact details 

but there was something in the 
news about Japanese cars being 
destroyed because of some 
Japan-bashing sentiment. 

That might have affected our 
decision, too!” 
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A classic that’s SO 


good it's made the top 


of our reader 
saint s, With that Ta 
nal we felt it was 
high time that David 
Crookes interviewe 
Mike Monta 
and Robert revellyan 
about their smash hit 
sports game 





















































» A letter above a player's 
head denoted their playing 
position while a curve 
showed a player that could 
be passed to 
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» Knock a player out and you would not only gain valuable points but you d be treated to a nice animated sequence as the victim was stretchered away. 


ce cream, ice cream, shouts the seller, the words 

cutting through the tension as the seconds tick 

away of the second half with only five points 

putting distance between the opposing sides. The 
metal thud of the ball reverberates as the players dart 
mesmerisingly around the cold, grey arena. But then, 
as a Sliding tackle knocks a hapless opponent to the 
floor, there is a moment of stone-hearted relief as he 
fails to get back up again. With the medics carrying 
him off, Brutal Deluxe are perversely awarded ten 
points and the advantage swings 180 degrees. |n 
exhaustion, the gamer puts down a battered joystick 
and, with a wipe of a sweaty hand, manages a 
triumphant, if not exhausted, smile. 

This is Speedball 2. a game developed by the 
acclaimed Bitmap Brothers which was released in 
1990, two years after its predecessor had caught 
the mass attention of players. This time around the 
game was set in 2105, a short while after the sport 
was said to have to have been reborn in an attempt 
to regain public interest following years of corruption 
and violence. As the opening titles explained, the 
fictional sport had been forced underground to fester in 
unregulated chaos. Speedball 2 was its saviour and it 
brought with it a whole new set of rules. 

Players who expected a straightforward sequel to 
Speedball were pleasantly surprised by the series’ 
second outing. According to The Bitmap Brothers’ 
co-founder Mike Montgomery, the sequel had been 
completely rewritten. Although the ethos of the earlier 
incarnation had been retained, Speedball 2 brought 
with it new mechanics and an improved feature set. It 
also introduced Brutal Deluxe, a badly performing team 
that the player had to turn into champions. 

In order to achieve the new Teel to the game, 

The Bitmap Brothers made changes to the original 
development team. Dan Malone replaced Mark 


Coleman as the artist, and Richard Joseph replaced 
David VVhittaker as the musician. Robert Trevellyan 
was given the role of coder, with additional inout from 
Mike who had assumed a greater programming role 
during the first game. This time out, the design was 
credited to Bitmap Brothers co-founder Eric Matthews. 

“| think the whole concept of Speedball 2 was 
different,” says Mike. “VVhat we wanted to do with 
Speedball 2 was all of the things that we really didn't 
have time to do with Speedball. So the viewpoint was 
slightly changed, the graphics were a lot better — it was 
a different game to a certain extent, wasn't it? | think 
Speedball 7 was just a natural progression.” 

Speedball 2 was Robert's first published game. 
Although he had been a keen hobbyist programmer, 
his one previous stab at a game, for Electric Dreams in 
Southampton, had been canned after six months but 
the lead artist on that title had put Robert in touch with 
The Bitmap Brothers. The team was impressed by an 
eight-way scrolling demo which Robert had shown 
them running on a Commodore 64. “It convinced 
them that | was worth a try,” he admits. 

The game's lead platform was the Atari ST. “It was 
the less powertul of the machines, certainly when 
compared to the Amiga, so the idea was to make it 
great on the ST and then enhance it on Commodore's 
machine,” says Robert. He said the brief was to 
address “all of the things that had felt limited in the 
first game.” One of those was the playing area, which, 
in the original, had very little width and would simply 
involve players trying to get the ball up towards the 
goal in order to score a goal. 

“In the first game, you only ever played ‘up’ the 
screen but in the second they wanted to expand 
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“SPEEDBALL 
101” 


@ Speedball 7 is a top- 
down, 2D, futuristic, deep 
and violent game that is 
part-ice hockey and part- 
American football. Each 
smooth-scrolling match is 
split into two halves lasting 
90 seconds each, during 
which players score as 
many goals as possible 
while grabbing extra points 
by nobbling the opposition 
or aiming the ball at point- 
scoring stars. Good use 

of tactics and the score 
multiplier are essential to 
win a game. 
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The Bitmap Brothers 
planned a game based on real 
tennis, the sport from which 
lawn tennis Is derived but 
Mastertronic decided against 
it. After hitting the pub and 
redesigning the game on the 
back of a cigarette packet, 
Speedball was born. Praised 
for its action, it was also 
criticised for jerky scrolling. 


OF SPEEDBALL Your guid 


SPEEDBALL 2: 
BRUTAL DELUXE 

B This eight-directional 
frantic sweat- em-up of 
catch-and-throw was a huge 
improvement on the first 
game, racking up the tension 
by emphasising the amassing 
of points over the simplicity of 
scoring goals, and providing 
a level of depth rarely seen in 
any sports game, let alone one 
based on a fictional pursult. 








SPEEDBALL 2100 

@ Speedball 7/00 was a 3D 
version of the series for the 
PlayStation, “but it didn't do 
too well for various reasons," 
says Mike Montgomery. It 
concentrated too much on side 
issues, such as the skin and 
hair colour of its players, and 
less so on refining the on-pitch 
experience for anew next- 
generation audience. 


e to the short-lived series 





SPEEDBALL 2 
TOURNAMENT 
Released in 2007 on Steam, 
the same year that a faithful 
remake of Brutal Deluxe hit 
Xbox Live Arcade, Speedball 2 
Tournament rode on the back 
of a Half-Life 2mod called 
SourceBall. Mike Montgomery 
oversaw development and the 
polygon characters looked 
markedly different. It brought 
online play to the game too. 
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SPEEDBALL 2: 
EVOLUTION 

@ As with many retro 
games, Speedball 7found 
its way to iOS, Android and 
PSP ,and proved itself to 
be a timeless gem. Despite 





SPEEDBALL 2 HD 
@ The relatively recent 
release of this PC game gave 
the original game a glossy 
graphical sheen. It had input 
from Mike Montgomery and 
some disappointing Al, the Sensible Soccer creator Jon 
Hare and it replicated the 
distinctive look of the 14-bit 
originals while serving six new 
Speedball arenas. Steam still 
has the game for £6.99/$9.99. 


translation was a Success, 
allowing for the use of 

the virtual joystick while 
supporting the accelerometer 
of mobile phones. 





P this,” he explains. By creating a larger playing area 
for Speedball 2, the developers were able to increase 
the number of players on the pitch from five on each 
side to nine. It also meant the game could be played 
with far greater freedom, while allowing action in the 
centre of the pitch to be just as vital at that at either 
end, for reasons we will come to later. 

“The pitch was about three times bigger because 
we had learned how to scroll the screen better,” says 
Mike. “The larger playing area enhanced the game, 
and it allowed for more things to do. It also enabled 
players to make better use of tactics. By having this 
wide, open scrolling, there were more players that 
would be off the field. We wanted players to work out 
where they may be and to plan ahead, things like that. 
Getting to grips with the technology and mechanics 
of the game in this way also let us work on the overall 
look and feel of the game to the point that, technically, 
Speedball 2 was a lot better than the original game.” 

















» Goals were not the only important: 
part of the games, amassing points via 
other means such as star collecting 


were crucial winning tactics. 





DEVEL 


Work on the game's playing tield had come first. 
“We made a very simple background for most of the 
screen, using 16x16 tiles for the main areas of the 
pitch because the Atari ST didn't have the graphic 


acceleration hardware that 


the Amiga had,” Robert 
explains. “That allowed 
us to put some bonus 


features around the edges 


of the screen ana the 
bouncers on the pitch. 
Those bouncers were the 
only unique elements on 
the pitch — the rest of it 
was a repeating pattern 


6G The pitch was a lot 
bigger because we had 
learned how to scroll the 

screen a lot better 7 7 


Mike Montgomery 


and It meant the game could flow much better.” 
During the subsequent conversion to the Amiga, 

the background was enhanced. Tne palette was 

upped from 16 to 32 colours and the design became, 
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HIGHLIGHTS 


XENON 


SYSTEM: VARIOUS 


YEAR: 1988 


GODS 


SYSTEM: VARIOUS 


insists the game was nota violent 


one, brutal tactics were very much 


at the fore. Ouch. 
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, By collecting tokens, i 


the game would 
change direction for 
avery small amount 
of time, giving the 
player a short-held 







» Although Mike Montgomery 
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YEAR: 1991 ——— 
THE CHAOS ENGINE 
ze. | (PICTURED) 
-- SYSTEM: VARIOUS 
» The area around the multiplier YEAR: 1993 
could be hard-fought for this 
was such a crucial part of 
-winningamatch. 













as Robert explains, “more interesting’. For the ST, 

it was a case, he remembers, of “blasting most the 
screen background very quickly,” and having preloaded 
registers, whereas on the Amiga, the team could 
make use of the various 
graphics acceleration 
chips. “We were 
squeezing everything that 
we could out of these 
machines,” says Robert. 
“But | was this young guy 
with his foot in the door 
of the games industry 
and loving it. | had the 
contidence that | had the 
skills and ability to make it happen.” 

To aid him in developing the game (which also saw 
many outings on handheld and home consoles), he 
was able to make use of in-house library routines that 
The Bitmap Brothers had created. They had some 
basic sprite routines and code set up on the Amiga 
but the main issue was that the coders were working 
with the same amount of memory for Speedball 2 as 
they were for Speedball. “Cramming all of that in was 
a problem because we had to work with the lowest 
spec machines, says Mike. 

“There were bits and pieces and skeleton code that 
were useful although almost all of the code was new,’ 
Robert continues. “Even with their library of sprite 
routines, | saw there was an optimisation we could 
perform on the main loop. | also instinctively took an 
object-orientated approach to the software before the 
concept of software engineering became the way. All 
of this combined to make a bigger and better version 
of the original Speedball game.” 

It was also fast. “The frame-rate was a lot better,” 
says Mike, “and that was important because the better 
it was, the better the game experience of that type of 
game would be. It wouldn't matter for a turn-based 
game but with an action game, you needed to 

be slick and quick.” Players would have to keep 
an eye on the kind of players that were 

In view on the pitch. Icons above their 

heads would reveal whether the sprites 
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POWER-UP 


Spending a little bit of time in the gym to upgrade the 
attack, defence, stamina, aggression and intelligence levels 
of your team is well worth your while 









BARGE PADS | 


@ By plating up the shoulders 


an ‘obi | | 

Pearce of your attackers, their ability ania BRAIN BOOST 
SCORED to power forward and knock - - @ Attackers, above all, need 
the opposing players away is to have a sense of intelligence 

greatly increased. about them so injecting their 


noggins with a bit of cleverness 


wouldn't go amiss. 
: . ' -_ 
BITMAP . 
SHADES a 
oO he 
@ Getting one-up on the ie es 
opposition and ensuring = Zz fei Dalle - 
| 


were open to a pass and they would indicate their they are thumped to the 
playing position — W tor Winger, D tor Defence, M ground is important in 
for Midtielder and F for Forward — to allow gamers to Speedball 2 The 
make effective passes. shades enhance 
aggression. 








here were lots of power-ups too which 
would reverse the controls, increase 
player stats, protect players or zap 
opponents. Some would boost player 
attacks and others would give an injection of 
stamina. Coins could be collected and be spent on 
player enhancements. There was even a management 
element, letting gamers choose a manager before a 
training and building up nine players and three subs 
(while dipping into the transfer market for star players). 
It was possible to develop players one by one. “The 
management elements were added to give greater 
depth,” says Robert. “But we made it so that people 
who didn't want to think about it could click auto and 
have the game spend the money on enhancing players 
while those that did want to get stuck in were able 
to think about who they wanted in the team and the 
attrioutes they wished to choose.” 

As well as having warp holes which would instantly 
teleport the ball from one side of the playing space to 
the other, Speedball 2's gameplay — whether league, 
cup or one-off match — was enhanced by the addition POWER GLOVES 








of many new features, the combined nature of which @ Speedball Zis all about the ) CHEST GUARD 

changed the approach players would have towards the throwing and these Power eee @ As the opposition 

game. There was an overhauled scoring system, which Gloves bring with them better charges towards your 

not only put a fresh twist on the points a goal would throwing prowess. team, it pays to give the 

amass for a team, but allowed players to chalk up defence some added 

better scores according to the tactics they employed | z protection. Defensive 

over the course of each half. ability is enhanced with 
The most important of these were the coiled Wi es - the chest guard. 

score multipliers which lay across from the centre 

of the arena to the left and right of the screen, each You KNOW? . : 

containing a set of lights and each of them capable of « a 

giving players a points bonanza. By throwing the ball up A metal band from London which 

the ramp of the multiplier, it was possible to increase was formed in 1997 called itself Brutal 

the number of points that was awarded for goals and Deluxe in homage to Speedball 2. SPEED BOOTS 

other score-enhancing feats. It released three albums and m As the name suggest these enhance the 
When no lights were lit, a goal would be worth ten numbered Johnny D.Brutal, Guary speed at which an individual player is able to 

points, when one light was lit, it would be worth 15 MacSeanlaoic and Christian chase around the pitch. 


and when two lights were lit, goals were worth an» D.Lux as members. 
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SHOOT WELL 
gw “You have to learn how to hit the intermediate 
angle on shooting,” says Robert Trevellyan. 
“Move the joystick to the side in between 
pressing the button to release the ball and the 
ball leaving the player's hand.” 























STAR ATTACKS 


m Getting goals isn't easy 
but getting stars are, so 
make your way to the sides 
of the pitch and hurl away 
for points. Get all the stars 
and bank the points. 
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HEAD FOR THE MULTIPLIER 


| @ The best way to get a good lead is to 
ensure that every point you gain is optimised. 

The only way of doing that is by throwing 

| balls into the multiplier early on. 


HANG AROUND 
gw You should aim to linger around the multiplier 
and see off challenges with a few punches. 


Should the opposition attempt to cancel your 
multiples, quickly get the ball away. 





on BUY QUALITY 


poor-quality joystick.” 
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» SPEEDBALL TIPS 


Learn to play with Robert and Mike | 


O08 Lo i ae | 


GRAB THE TOKENS 


@ Playing the game on the original hardware? 
“Vou have to be fast and you need to have a high 
quality joystick,” says Robert. "You ll destroy any 









GO FOR THE LEAGUE 


w As well as rewarding a win or draw, 
a league point is awarded for every 
ten points scored in a match so a good 
performance against a poorer team can 
give you a good position. “You have a 
better chance to win the league than the 
cup if only because one loss and you're 
out in the knockout,” says Robert. " 
never won the cup.” } | 








w Tokens affect the whole team and lasts 

six seconds. Freeze team tokens halt 
opponents, reduce team tokens lower 
opponent attributes, goal doors prevent goal 
scoring, grab ball gives you possession. 


USE THE BOUNCE DOWNS 


w “You have got to watch your timing 

and go for the bounce downs and the 
electrobounce - even if the electro ball 
runs out, you still have a chance of winning 









































because the goalies cannot normally get to 
it in time and it confuses the player.” Sound 
advice from Mike. 
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Keep POSsession. 


> impressive 20 points. To the side of the multipliers 
were a series of five stars. When these were hit by the 
ball, they would give the player two precious points. 
But if a multiplier light was lit, that would increase 

to three points and if two lights were turned on, It 
would lead to four points. Needless to say mastering 
multipliers like this were one of the keys to success 
at Speedball. “Although the idea for this all of this was 
most likely thought out at the start by Eric, | don't 
remember the nuances of the scoring system being 
laid out in detail,” says Robert, struggling to recall the 
exact timings. “A lot developed along the way.” 

And develop it did, with players quickly realising the 
true complexity that lay behind the waypoints were 
earned. Players who managed to get all five stars, for 
instance, would receive a bonus of ten points but if a 
multiplier light was on, that would increase to 15 and, 
if two were on, it would see a return of 20. Still, that 
wasn't it, though. In between the centre spot and the 
goals were bounce domes. VVhen these were hit, the 
ball would fly away and lead to scores of two, three or 
four depending on the multiplier’s status at the time. 


he multiplier was also used in conjunction 
with the ‘electrobounce’, a feature that 
was placed further along the wall from 
the sets of stars. It would give the ball an 
electric charge that would only wear off when the 
ball became still or the opposition gained possession. 
VVhen the ball was charged, players who tried to pick 
it up would be automatically tackled. The number 
of tackles would depend — you guessed it — on the 
number of lights that were lit up on the multiplier. 
“The basic scoring methods and warp gates were 
inspired by Pro-Pinball” laughs Mike. “In fact, a lot is 
based on a pinball machine really. VWVe just thought It 
would be a good idea to do something different and to 
say this is not a football game. VWWe wanted something 
that had virtually no rules with a scoring mechanism 
that would let you boost your points which is where 
the multiplier and bounce domes came in. Part of 
actually winning in Speedball 2 wasn't down to scoring 
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tackling opposing players head on, ramming them out 
of the way and gaining possession. VVhat's more, ten 
points were awarded for every opponent who had to 
be carried off. In such circumstances, little mechanical 
droids would enter the field of play with their sirens 
and lights flashing before picking up the poor soul and 
taking him away for treatment. 


0 €.48 Oo 


his animation was one of a number of 
graphical flourishes placed in the game 
by Dan Malone, a talented artist who 
also worked on many other games for 
The Bitmap Brothers including The Chaos Engine 
Cadaver and Z. He began working in the industry 
ERDA when his preferred early career path drawing comic 
in footbal Strios Tloundered due to a lack of work but his loss to 
y wel comics at the time was certainly gaming's gain. 
controlled from a safe “Dan Malone brought a lot of expertise in games to 
| Speedball 2 and he did an excellent job,” says Mike. 
“That's not to put Mark Coleman down — he was 
sta tfer|(\y working on Gods and that game has superb graphics. 
ling game in whic The Bitmap Brothers was expanding at this time, and 
yuchde | we were working on more games so we wanted a 
rrying the ball across the bigger pool! of talent. It was a natural progression and 
we were also striving to be the best and to get better 
each time. With Speedball 2, we had the right sound 


C C | i “a Seiya effects, programmers, music and art and the package 
We biog squeeaing | ae Ol oo | as a whole was what made it special.” 
everything that Wwe could a a: : As always, the team spent much time on polishing 
é : it. “The Bitmap philosophy was that a game would be 
out of these machines; 
pushing the haraware tO that’s how they built their reputation. VWWe also wore out 
| a number of joysticks on the game — It was punishing It 


finished when it was finished, so It meant many days 
the limits y, y, Robert Trevelllyan KILLERBALI SUPER BASEBALI on joysticks and would make the wrist hurt.” 








getting It right,” says Robert. “It drove me nuts but 





cking togethe PUL This all combined to make a smash hit game upon 
goals but using the features to the best advantage.” roller-skating and American Nhile this game has which critics lavished praise. “VVe weren't surprised by 
That was certainly true. One hit on a bounce dome football, Killerball is baseball's traditional rule: that,” says Mike. “It's a better game than the original 
at the right time could give a player all the advantage five-a-side blast which at its core, the Cyber Eg: and it was also the first two-player to hit the mass 
needed to win a match. “In football, you may get a yecame another of gaminc stadium and presence o market that worked — give or take Pong as the first.” It 
corner and you need to score off of it,” Mike explains. isto ruel titles when robot players ensures it’s was also as perfect a rendition of Speedball as it would 
“In Speedball, you could be in a tight position with a was released in 1989. Players TAN AUaaleRelei@eneelai(aalelelg| ever get. “ Speedball 2 was a good game and it was 
few seconds left, go for a bounce dome and bang, can muscle the ball off the if on the sport. As well as hard to beat. VWVe were very proud of it.” 
you've won the game. It's what made the game opposition by flattening therr he use of violence and le 
exciting and it's why people still play it. | mean, two to the ground before tryine mines, money rules: good , » By collecting coins, it was 
, . | . possible to soup-up the players 
years ago | was on the Underground in London, and fo push the ball into stupidly play (3 with various extra powers to make 
two guys were talking about Speedball 2 on the Amiga small holes in the wal 1 be spent on upgrade: Th > for a better overall side 


and it was, like, f**k! | would have told them that | 
made the game but it was too packed and | had to 
get off, but | heard this conversation and it was, like, 
T**king hell, people still talk very passionately about it.” 
And yet that is only half of the story when it comes 
to the gameplay. VVhile players could head for the 
multiplier and attempt to boost their points tally, the 
opposing team was able to turn the lights off and wipe 





away any hard-fought for advantage, leading to all Db} u , LAI DECI UCAITAUY' 

sounds of interesting counterattacks. The only real way Ul VIBAI Showing that violen' | 

to prevent the opposing team from getting the upper BASKETBALL futuristic sports games PS SUS ger 

hand was — as in the first game — to get stuck in. As ine NBAS website says Were not a thing of the pas BERTH NEL UME | jonMoct ES 

a result, Speedball 2 was a tough, physical on-screen Bill Laimbeer was “one o (ironically enough), Deathrow AAPL JO JOR LG [POINTE [PL [Wo JOR iLO jp 

sport and there were a great many pixelated casualties the most notorious players yecame a welcc \.. joa yoo soe} Soot AQ) ES) Lc 

(although we never felt guilty for causing them). ever to throw an elbow,” but o the genre upo Seu eU Ea a wiive gene ARES ve ae 
But suggest that it was a violent game and Mike is his repu s an Xbox exclusive in 2 ae — —— a 

quick to jump in. “There was no violence in the game is advantage in this game With players fighting thei : cons - - ee — a F 

at all. It was how you perceived it,” he says. “ There 32 30. Bill has de ry to del a : —— | 

was no blood and there was no gore. It was up to the : iClefers : ig da — 7 

player whether they felt it was violent or not. And that As the name suggests, < jame has proven to b aie see le ae [SuEST ITUTES 

was intentional.” Still, the game was very much about violence is the key to winning. _—_ furiously fast and ft were up against ET Fa 
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ISLAND 


What do you get when you cross sword fighting with pirates, aon —=3 
and a rubber chicken with a pulley in the middle? Kim Wilddonsapirate == 
hat and eye patch to chat with Ron Gilbert and Dave Grossman about 
their swashbuckling classic 
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» The stump joke, although in the floppy versions, was removed 
from CD-ROM to prevent even more confusion. 


he Secret Of Monkey 
Island is one title that 
comes to mind as being 

| one of the all time classics 
of adventure gaming. Stuffed with 

Cele lfers|Meltred(-Mmeiiiel-rcl@altilelliaewiiel ce) 
fighting and some truly memorable 
characters, Monkey Island is a prime 
example of how to create an adventure 
that can stand the test of time. 

It would be some time from Ron Gilbert's 
arrival at LucasFilm Games before Monkey 
Island would begin development. To begin 
with, Ron's main role was that of the 
humble conversion. “My first job in the 
industry was with a company called Human 
Engineered Software where | was doing 
C64 programming,” remarks Ron. “They 
went bankrupt only a few months after | 
started. | spent about six montns looking 
for a job and was about ready to go back to 
schoo! when | got a call from someone at 
LucasFilm. They were looking for someone 
to convert the Atar| games they were doing 
for the C64." Dave Grossman's entrance 
into the videogame industry would occur 
much later and was something that occurred 
entirely by accident. “| was a graduate 
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Hot the red button! 


» Only a red button could strike pure dread into the hearts of 
pirates everywhere, Either that or the gophers. 






























IMPORTANT MOTIC 


These dogs are not 
dead, They are only 


Mo animals were harmec 
during the production 
Of This GoM. 





» Ron Gilbert's love of movies shows through with the 
disclaimer above. 

school refugee looking for something to do 
that was interesting without being morally 
reprehensible. | wasn't specifically trying to 
get into computer games or anything, but 
when | saw the ad | thought “Ooo! Yeah!" 
All of a sudden | was glad | hadn't gotten any 
of the other jobs I'd interviewed Tor over the 
preceding six months.” 

After the conversion had been completed, 
Ron Gilbert teamed up with Gary Winnick 
to create the first LucasFilm point-and-click 
title, Maniac Mansion. It would be this game 
that would see the creation of SCUMM 
(Script Creation Utility for Maniac Mansion) 

— the engine which has been used in every 
LucasFilm/Arts adventure to date. The idea 
for SCUMM was borne out of Ron's hatred 
of typing “|! hated playing adventure games 
where | had to type everything in, and | 
hated playing the “second guess the parser” 
game, so | Tigure everything should be 
point-and-click”. Dave Grossman explains: 

“The SCUMM point-and-click interface was 
developed as an answer to the parser, which 
was what most graphic adventures used in 
the Eighties. Parsers let you try more or less 
any action you can think of, but most of us 
felt they were just too frustrating and slow to 
use, and that the limited ability to RESPOND 
to an infinite choice of actions showed the 
cracks in the fantasy too plainly. VVe tinkered 
with the interface with each new game, 
trying to make It as easy to use as possible, 
while still giving the player the means to 
specify a reasonable range of actions.” 

Although the system is now wholly 
owned by LucasArts, Ron feels that the 
secret of its success |s still down to the 
quality of the games rather than just the 
engine itself. “l think SCUMM has been 
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» The underwater puzzle that is simple, but ingenious. Also the only place where Guybrush can die. 





THE SECRET OF MONKEY ISLAND 
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We wrote the script as we 
VV(elacMele)laleRaatemelweyelmr=lanlanliarep 
by Col U Koco lUlCeWatelmelohtat=imceler=\y 


RON GILBERT 


» Guybrush realises the way to a woman’s heart is not by 
chocolates but flattering her with his conversational skills. 


successful because we built good games 
with it. VVithout the good games, no one 
would remember a piece of technoloay.” 


hile work was progressing 
nicely on Zak MckKracken, 
Ron began to put together 
[osc MCI en Cc Acicimemelelt 
development was put on hold as LucasFilm 
assigned the team with making a game to 
tie in with the Indiana Jones And The Last 
Crusade movie (LucasArts would have more 
success witn an Indiana Jones adventure 
based on the search for Atlantis). This 
proved to be incredibly beneficial, as many 
of the development lessons learned ensured 
that Vionkey Island was a far more coherent 
game. “| did Monkey Island after Indy, so 
there was a lot | leamed from how the 
puzzles came together.” explained Ron. 
Once Indy had been completed, Ron was 
able to continue design on Monkey Island, 
which came trom a “love of Pirates, mostly 
driven by the Disney ride, Pirates of the 
Caribbean. | also wanted to make a game 
that was kind of like fantasy, because it was 
popular, but | am not a huge fantasy fan. 
Pirates seemed like a good compromise.” To 
begin with, the main protagonist remained 
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animated quy —shows his deep love for Arnie. 
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DEVELOPER 
HIGHLIGHTS 


MANIAC MANSION 
SYSTEMS: C44, AMIGA, ATARI 
ST, PC 

YEAR: 1989 

DAY OF THE TENTACLE 
SYSTEMS: PC 

YEAR: 1993 


SAM AND MAX: 
HIT THE ROAD 
SYSTEMS: PC 
YEAR: 1993 
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» PUBLISHER: LUCASFILM GAMES 
» DEVELOPER: LUCASFILM GAMES 
» RELEASED: 1990 

» PLATFORM: AMIGA, VARIOUS 

» GENRE: POINT-AND-CLICK 
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LOOK BEHIND 









































YOU: A THREE- 
HEADED 
MONKEY! 


In 1991, a sequel was released 
in the form of LeChuck’s 
Revenge, a game that 
=>4ey-[ale(-10 m6) olelamial-melale|iar- ime 
every department. However, 
one area that has been 
particularly hard for fans to 
accept Is the controversial 
cliffhanger ending, which Dave 
Grossman reflects “references 
The Empire Strikes Back rather 
heavily”. Although follow-up 
title Curse Of Monkey Island did 
elaw-lelanlie-le)(-me)emelmelcelaleliare 
an explanation as to what 
lar-)@)@l-1als1em(emeleuelgel-jam-lale 

=| @ialUle) emial-mr- [em tal-|@agicmer-laal= 
ViVrehselon"/s](0]0]s10me)var-meliaiclasialt 
team means that many fans still 
hanker after the “real” Monkey 
Island 3. However, Ron Gilbert 
ale)elct-m tals] mela(cmel-\M aloe] i me lale= 
Ele iamecier-|iamtalem eel alem em calcy 
series and finish the trilogy 
once and for all. “The secret 
will be revealed. If | get to make 
another Monkey Island, it will 
be called “Monkey Island 3a: 

i Balcwei-(e4-]@nis\"1-'-|(-10 me] melee 
Money Back.” 
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» | got sick of playing adventure games where you 
died when you did ee wrong /: 
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» The original PC EGA version only used 16 colours, an 
incredible use of the limited technology. 


nameless and his humorous name came as 
a result of a graphics Tile. Steve Purcell, who 
worked as an animator, was using Dpaint to 
create the characters and saved the picture 
of our hero as a “guy”. Selecting a Tile within 
the program calls [ta “brush”, so the picture 
would often be saved as guybrush and the 
name stuck. Threepvwood was decided as 

a result of a company competition. General 
Manager Steve Amold really liked “Chuck” 
and had wanted a character with this name 
to feature in a game, so Threepwood's 
nemesis “LeChuck” was born. 


onkey Islana’s unique blocky 
style was down to hardware 
TAM lace reliaicimtarela 
conscious design. The original 
PC version was comprised of 16 colours 
at 320x200 resolution, which meant that 
the design had to be simplistic. “If we had 
better hardware to do graphics, they would 
have looked better. But that lack of high-end 
graphics really causes you to focus on the 
game and story more, continues Ron. 

“| had most of the main puzzles done 
before we started,” explains Ron. “I'd just 
start drawing boxes on a piece of paper, 
connecting all the “locks” and “keys”. Once 


Honey Pumpkin!’ 





RIO NECI|Molainal 


yPretty please. win sugar on top? 





» Bribery really is the key to becoming a mighty pirate. Failing that, violence solves everything. 


production started, Tim, Dave and | would 
hang out and brainstorm all the little pieces 
and fine-tune things that were not working.” 
Dave explains a little more about his role: 


“Mly job in the early days, on the Vionkey 


games, was mostly about details — telling 
characters where to walk, writing scenes 
and dialogue for them, helping design 
strings of puzzles, and making sure the 
cliffs crumbled on cue while Ron Gilbert 
kept track of the big picture. It was like an 
apprenticeship (you know, no pay but you 
learn a lot), and after a couple of years Tim 


schater and | took charge of our own project, 


Day Of The Tentacle. VVe still did most of 
the writing, though, because we liked to.” 
One of the most memorable puzzles is 
that of insult sword Tighting (see boxout). 
This once again came trom Ron's love of 
movies. “| was inspired a lot by movies. | 
love movies and back then | would go to the 


Flunder bunny! 


» This love scene will only take place tf you DON'T complete the other two trials first. 


theatre several times a week. VVhen | am 
designing, | also spend a lot of time driving 
and listening to music. VWhen designing 
Money Island, | watched a lot of old pirate 
movies, and they always spent more time 
in a sword fight talking to each other then 
actually fighting. So | figured that would 

be an interesting gameplay system. Also, 
lmelekr-nele)|pemrone(en-ne)if-l(ouel-|an-mmtalol(> 
has to be sword fighting, but back then 
adventure gamesplayers hated any action 
lamtals)|mefs|aaloyeso ne (0) gle mialcmielia-enialaer. 
(funny) puzzle.” 

VVhat makes the puzzies more 
pleasurable Is that the player can explore the 
game freely without death lurking around 
every comer. VVith Monkey Island (with the 
exception of depriving Guybrush of oxygen 
for more than ten minutes) it is impossible 
to die, placing the emphasis firmly on 
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» FM Towns console had a port of the CD-ROM version 


(packshot courtesy of http://lucasarts.vintagegaming.org). 








» Guybrush is horrified when he encounters the scariest beast 
to roam the earth since the dinosaur. 


experimentation. “| got sick of playing 
(especially the Sierra) adventure games 
where you died any time you did anything 
wrong, explains Ron. “| felt like this was a 
cheap way out for the designer.” 

Inevitably there were elements that never 
made it into the final version of the game. 
An amnesia plot for Guybrush Threepwood 
was dropped once his name was decided 
upon. Meathook initially gave the player 
three tasks before agreeing to join the crew 
for Monkey Island, but this was reduced 
to the funniest one as it was Telt that there 
were too many for that section anyway. 
Meanwhile, the memorable Herman 
Toothrot was added to make Monkey Island 
feel less uninhabited. 





» A cheeky monkey helps himself to some fruit while 
Threepwood lies unconscious on the beach. 








learna lot} 7 


VVhile the dialogue is entertaining, much 
of it was improvised as the game was 
developed. “VVe wrote the script as we 
were doing the programming. You could 
not do that today. You'd need to start with 
a script,” comments Ron. “It was like 
snowboarding on a hill you haven't been 
down before. VVe couldn't see the bottom, 
but we knew where It was and had a basic 
plan Tor getting there. But the plan changed 
with each bump in the terrain,” remarks 
Dave to us. “A lot was either filled in or 
rethought as we went — the dialogue in 
particular, not a syllable of which had been 
written in advance.” 


evelopment for the sequel began 
almost immediately after the first 
and was critically acclaimed while 
also proving popular among the 
fan base. Unfortunately, Ron left before work 
eo)e (om el=.e anelamigiom inte ner-|anom(onee/pnle)cil= 
the trilogy (see boxout). “| felt that | had 
grown to the point where | wanted to run 
my own company, so | started Humongous 
Entertainment and we made adventure 

and other games for kids.” The third game, 
however, was well received by the Monkey 
Island programmers. “| don't know about 
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Look at 


» Monkey heads. Banana pickers. Just what the hell is going 
on inthis crazy game? 





THE SECRET OF MONKEY ISLAND 


: twas like an a sph plennaratlat 
(you know, no pay 
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DAVE GROSSMAN 


the 3D version, | haven't played that one. | 
did play Curse, though, and | liked it. It was 
Tun, and it felt MMonkeysh,” comments Dave. 
Ron is equally positive, but speaks scathingly 
of the fourth outing. “| thought the writing 
vvas good and carried the tradition of the first 
two games. | did not like that Guybrush and 
Elaine got together. That wouldn't happen. 

| did not play Escape From Monkey Island 
for more than ten minutes. | could not get 
around the bad UI and character navigation.” 

Even today, the success of Vionkey 
Island is unexpected. “Those were the Tirst 
games | ever worked on, so | didn't have 
the slightest idea what to expect,” remarks 
Dave. “| don't remember thinking about it 
at all while we were building the first one — | 
was just enjoying making It fun and making 
it funny, and it didn't really occur to me that, 
after we were finished, we were actually 
going to send It to stores where It would be 
seen by the public.” 

These days, Ron Gilbert remains on the 
outskirts of the industry working on his own 
game ideas and entertaining us all with 
his personal blog Grumpy Gamer (http:// 
grumpygamer.com). Dave Grossman now 
works with adventure company TellTale 
Games (htto:/Awwwtelltalegames.com) 
who have just recently released the first 
episode for the new Sam & Max series, 
which comes highly recommended. 
Although new new /Vonkey Island games 
have been released since the episodic 
series, /ales Of Monkey Island in 2009, Ron 
remains influenced by his creation, most 
recently creating the excellent point-and-click 
adventure, [himbleweed Park. He's also not 
shy about getting the rights back 
from current owner, Disney. 

Of course it wouldn't be a 
proper article without asking 
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HOW 
APPROPRIATE, =|. 
YOU FIGHT 

LIKE A COW 


oword-fighting Insults is one of 
the most memorable aspects 
of the game. Here we have 
collated together some 
cutting remarks worthy of 
any mighty pirate. 





Mele) mise) ae) 

my face during a 

mighty struggle! 

| hope now you've learned 
iom-j(e)em e)(e4inre mel] male si-5 


Have you stopped 
wearing diapers yet? 
Why, did you want to 
ole gae\ me) alety 


| have spoken with 
apes more polite 
than you. 
Maame|[-lemcomal-r-]mrele 
attended your family 
reunion. 


There are no words for how 
disgusting you are. 

Yes there are. You just never 
learned them. 


People fall at my feet when 
they see me coming. 

Even BEFORE they smell 
your breath? 


You're no match for my brains 
V(o]0 melee) mele) p 

Me Mel-mlamast-|magele]6)(-MIm elem -\ 21s 
used them. 


Soon you'll be wearing my 
sword like a shish kebab! 
First you better stop waving It 
like a feather duster. 


T got this scar on 4Yy face during awighty 
Striggie" 


the immortal question: just 
what is the Secret of Monkey 
Island? VVhile Ron Ron just 
laughs the question of, it’s 
Dave Grossman's remark that 


Oh, go ahead) and/eat me. See if 
Yeiscare. 
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» Look behind you, it's a three-headed monkey! » This overhead map shows locations you have visited. 
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treet Fighter was a game that made an 
impact, but it wasn't a huge impact. It 
) was popular, in part due to its deluxe 
cabinet featuring pressure-sensitive 
buttons (a gimmick co-developed with Atari), and did 
decent business in the arcades and on home formats. 
What's more, SNK headhunted Takashi Nishiyama and 
Hiroshi Matsumoto, the game's director and planner 
respectively. However, it wasn't a broadly influential 
game or one that particularly screamed out for a sequel. 
As a result, Capcom found itself in a dilemma — it 
had established the Street Fighter brand and got some 
momentum behind it, so it was keen to continue using 
the name in some Tashion, but the key players had lett 
the company and it didn't particularly want to make 
a new one-on-one fighting game. The fighting genre 
wasn't exactly a huge deal in the arcades or at home, 
having seemingly peaked a couple of years earlier with 
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the likes of Yie Ar Kung-Fu, Way Of The Exploding Fist — 


and International Karate. 

That's why the first two attempts to follow up on 
Street Fighter weren't competitive fighting games. Final 
Fight, a scrolling beat-'em-up designed to compete with 
the likes of the Double Dragon, was originally marketed 
as Street Fighter ‘89 before being renamed. A year later, 
the infamously dodgy Street Fighter 2070 arrived on the 
NES and ventured into safe platform shooter territory. 

Just as Capcom wasn't keen to make a direct follow- 
up to Street Fighter, other developers weren't looking to 
it for inspiration. “| remember playing the Street Fighter 
machine at my movie arcade with the giant punch 
buttons and loving It despite those lame buttons,” says 
Michael Latham, who worked on a variety of fighting 
games during his time at Activision and Sega. However, 
the older games were still the key reference points for 
his early work in the genre. 
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SPECIAL MOVES 
(WW) Hadoken: 
wfY 

(WW) Shoryuken: »1f 
(WW) Tatsumaki 
Senpukyaku: 

ee SS 

(HF) Kuchu Tatsumaki 
Senpukyaku: 
weEY(In air) 

(SU) Shakunetsu 
Hadoken: 

of? 

SUPER MOVE 

(ST) Shinku Hadoken: 


Www) 
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» Meditation hasnt done a lot of good 
for Dhalsim’s hot tempe! 


Mick McGinty talks us through some 


of his Street Fighter II box art 






Hardly none. It was a Polaroid 
camera shot, Denny Moore 
io] sl] Maalomsmeele)e)(-me)m me)l-[ne)(e 
shots that the manufacturers 
would send. The characters 
that they sent me, | saw them 
ell lakelfelit-|Miolsaam ke me [<1 : 
an idea of the background 
~ “We've got this project called Street 

Fighter, it's very big in Japan, and we want _ 
EBs amet ealie (er aba ele). 4ialemiaat-(e [om inne) cels1 mie) 
fe}ge)anle)icuia-lalemeleimimelamea-mere)'/-| eum Mm [Ul-yadacelelelals 
of a really dramatically lit alley scene with trash 
cans getting knocked over and the brick wall in 
the background. They might have | 
even given me the choice on this 


— 
















one to choose the characters, and | #eaneml a ae = che © — 7 it 
the most exciting and interesting Po Ae Ow: es i —a va © : — a - I 


one to me was Blanka — his 
ore] alarelaley-liMuvelel(e Mtoe) ae|ecr-ls 
coming in from the left. 
{(Tigeleht=we)a\-me)maa\vaanle)a= 
FcWelUlaitsMelalstomm melelama.qalel il 
why. | guess just because it was simple. | 
remember doing the first couple of sketches, 
Flalem Bi-lal aml lele)a- mele) @imcon Or-jeleelsam-laemial-\ "2 
celle MAA eM ECTIAVAN claim tally ele lalevaeiatele emi Varel 
they really wanted to facilitate was a whole 
bunch of ‘ghost hands, and what! had was one 
big punch going straight at Sagat. But | just like 
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r Street Tighter IC 
Street Fighter Il’ Turbo: Hyper Fighting 
Super Street Fighter Il Turbo | 















» “1984 was the year | i : from developers Is that 

that my desire to make . 4 Capcom had asked for a 

a fighting game started. le : a B Final Fight sequel and the 

| was a senior in high- | | . a Mijteam decided to make 

school and arcades were ly . ‘MW a Street Fighter sequel 

it because it's really straightforward and you get at the heights of being TA ; —~ Fi 1 Le instead — an ironic reversal 

a good look at the characters. | went into muscle : ca varnnoraneeat . ie oe oni al , nent — — 

‘elUlifeliatempatslef-rdiat-icw-] elem gi-em (ol aat-| (ci =i w(0) ale: use against defensively-minded SATIS: rie aie al SPECIAL MOVES Bnet ioe Bey Iaue 

sort of super big and muscular, rather than just opponents. That will teach them. was the first 2D fighting game's lead designers 
game where | could (WW) Hadoken: elsewhere, anew team 


layers of fat -— especially the shoulders. They 
eid (Ga crazy, make these guys look really challenge other players. | Aaa Pepe to | took on the challenge and 
bad - they're the best fighters in the world and was obsessed with this AAaMaaiadl ene Oughtwtih themsone 
fe. re knocking cack Ge aroure ihe (oor. coin-op. Countless hours (WW) lebure new ideas. Fora start, art 
a « | re | and quarters went into Senpukyaku: was a huge part of the 
playing the computer Wwe game design, with half 
eee | | | training hard so | could PRBS of the staff working on it. 
WV cll Mate aiaciclacieRieChatiaieleh tatitcncels) Bringing bosses into the mx was beat oat is i phen This eon nee 
Per potogee | Berar Appear yeoe ne a See Ei ahiharit a huge boost to Champion Edition's remember It being Nara to : aca generate a nuge number 
hes beae sc carmel be et i. multiplayer. Success ensued. find challengers as people (ST) Kama Barai Geri: of ideas and provide a cast 
have you re-illustrate this Street Fighter Il =pex, would get angry if you beat yi ere Olnchi Gar that was almost entirely 
Ta Misia ey-l[n Mee M itciecllNvaere) elise Rsvelealcitaliare! them quickly, as it seemed Migs cesta se with only three 
ieee civenie rie aren ies like a waste of a quarter. es a returning characters - 
| Alongside Kung Fu Master [SUAS protagonist Ryu, final boss 






































ae perrnigiioe nian or atbig , P = = and Karateka, this was the PRAM Ealiet Sagat, and player two's 

sin, enrnenthac fareent hiettieinn fete hie game that Michael was sal lats Ryu clone, Ken. The new 
a - na me ; bisueen “i “ a Pe A cpia “e 4 : thinking of while working (ST) Inazuma characters were to be 

‘ | ; | SS on the 1989 fighter Tongue PAgGheiee Ela: based on broad stereotypes 


said, ‘We want you to do a bigger wall, r= 
Vide mve]aaT=m(elalm@egr-ia-wer-l-10ialem-—-jer-[6 (0) am .~ 
of other characters,’ —| can remember 
the Indian chief and the little girl with 
the beret, she reminded me of a Cuban |} 
martial arts girl, | don't know why. It's 
kind of a weird-looking illustration 
ViViatsvamtelemialinl.@s)elellimia 


Of The Fatman. aL DS RCAC IME of various nationalities. 
There are conflicting attack The other big difference 

explanations of the actual SUPER MOVE was that SFI/ would be 

circumstances that caused [RGU EIa lat focused on competitive 

the eventual production aida gameplay, an aspect 

of Street Fighter I/, but the of arcade gaming that 

most corroborated story m had been crucial to the 
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SPECIAL MOVES 
(WW) Yousou Kyaku: 
VEY (In air) 

(WW) Spinning Bird 
Kick: 





































. u(Hold), 7€9 at bt 4] j 4 | | ) : pete 
(WW) Hyakuretsu Scot Seee wees Tees Tee, a el ee reor ren 
evakt Se Oe ie cbdataitotal 
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GET ED Tcrerecicrel\y 
(HF) Kikouken: of many female fighters a 





















TROROEEO) Gann €(Hold) =f) inthe Street Fighter | — a = ye “Aw 
‘ (ST)T, A by i Kyak franchise, ee ee -_ 
ensnou . a es ee a a ce Se eee tiie et 
fF | 4 ya - ota r - = . 
“(Hold), weabY ye a ae eT 


SUPER MOVE fe ee es 
(ST) Senretsu Kyaku: SErie€S af falitastical | 
€(Hold) s€Y 





Me (olialialelanelalem 













when you saw the game's astonishing ending sequence for your character. 





; visuals and heard the excellent music. Unlike the original game, Street 
Success of early games like Pong, but But while those aspects were great, Fighter II gives you the choice of eight 
which had fallen out of favour over the what sent it over the top was the design. _ characters with distinct fighting styles, 
years due to the rise of ea eP play and uch like its predecessor, and they were an eye-catching bunch. 
high score tables. Capcom's idea was Street Fighter Ilchallenges — Whether you were looking at Guile's 
that Sheu ae two-player games players to win a series of bizarre haircut, Dhalsim’s rubber limbs 
would maximise Svetee for arcade one-on-one fights in a bid or the lightning hands of E. Honda, you 
a oaaiint: and unlike ipieenee snus to win a fighting tournament. It retains were definitely looking at them — and 
Payels couldn't feel cheated Dye nigh some of the gameplay characteristics each boasted a unique background 
difficulty level. Of GOUT ae the original of the original game, including a control themed around their nationality as well 
game also had a multiplayer mode, but scheme with three strength options as amemorable theme tune. Yoshinori , 
players ey limited to two characters for punching and kicking, as well as the Ono, the executive producer of Street SPECIAL MOVES 
with identical abilities. This Wee a much inclusion of special moves accessed with Fighter Vand a veteran of the series, (WW) Super Zutsuki: 
Co po ela than the single-player combinations of movements and button attributes much of the game's success (Hold) 38 — 
mode, which allowed players to fig nt ten presses. In the single-player mode, to cast of characters. “The characters in Ae is - 
opponents with a variety of techniques. ——\a.1'!| face off against the characters you _ the Street Fighter series are fantastical betel hoot etc 
Str eet Fighter llproved to be 4 didn't pick before taking on the game's and couldn't really exist in the real dah renee 
Major ROB ACORN Tn Ine: ate: Wwils ¢ four bosses — Balrog, Vega, Sagat and world, but they all have their charms He S = jee ie 
development team of approximately 35, MI. Bison. To break up the game a little, and amusing moves, expressions and Oto cael sical 
the game cost almost $2.5 million to you're challenged toa bonus game every _ storylines,” he says. UH d) 3) 
make. It was a real gamble for a sequel few rounds in which you destroy objects Given that, it's no surprise that pale in Sims Preek 
- a game that nan — the world — like a car, barrels and oil drums. Once his favourite cast member is Blanka, uM) iin : ae = 
fire, but one which had evidently paid off M. Bison is defeated, you'llsee aunique — the green-skinned wild man with an (ST) i Ne 2: 
| i ioe Tada animalistic fighting style. “| mean, WHold). re sn 
_ LLL RM you bash the buttons and he releases (ST) Oosoto 
TE an aly A ae / ae \e electricity from his body! You wouldn't Meavashi Geri: 
is ahh ral see that in an ordinary game or ina en 
movie. Even the animations for his basic SUPER MOVE 
punch and kick moves are Just really (ST) Oni Musou: 
funny to me. Finding those humorous (Hold) 33 


aspects within the potentially quite 
serious setting of playing an eSports 
match of Street Fighteris, | think, one of 
the reasons the fans have continued to 





» “How could you not love that face?” laughs Ono. It's hard » Each character's special moves were unique, and , 
not to, that's for sure. allowed players to respond to a variety of threats. love the series as long as they have, be 
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 andit’s also one of the 
reasons why | love it.” 


eter Rosas rose 
to prominence on 
the competitive 
Street Fighter 
scene under the name 
Combofiend before joining 
Capcom himself, and shares 
a similar view. “VVorldwide, 
anyone who's ever played 
videogames Is aware of 
Ryu and his Hadoken and 
of Chun-Li and her lightning 
kicks. Regardless of what 
platform it's on, people relish 
using Street Fighter II's 
iconic characters to fight one 
another while performing 
those characters’ simplistic 
signature attacks.” Indeed, 
everyone has a favourite. 
Michael first encountered 
the game at Sega, where a 
cabinet had been bought for 
research on its own fighting 
game, Eternal Champions. 
“For a period of time | was the office 
champ using Chun-Li as my character,” 
he recalls. “Sadly, some of the testers 
learned my play and soon crushed me." 
Mark Starkey, owner of London arcade 
The Heart Of Gaming, leans towards 
Ken. “Ken was an aggressive Ryu with 
more combos, and his rotation-based 
execution meant the pace of the 
matches was always fast,” he explains. 
The additional characters certainly 
added longevity to the single-player 
game, as players could opt to try to 
win the tournament with each of them 
individually, but arguably the game's 
biggest impact was in bringing an 
element of direct competition back 
to arcades. “Previously all two-player 
games had been co-operative rather 
than competitive,” Mark recalls. “Street 
Fighter // revolutionised this, pitting 
players against each other, all determined 
to not be the person forced to go and 
change up more money in front of their 
peers in order to be able to continue. 
Peter points to the widened character 
roster as a key reason that the game took 
off competitively. “Regardless of your 
style, there was one character amongst 
the eight that would fit. On top of that, 
the speed, fluidity of controls and ability 
to perform combos really made Street 
Fighter [/ stand out ahead of its time.” 
Ono agrees. “I can still remember 
clearly the feeling of not playing a game 
so much as being able to take on an 
opponent in such a visceral way, he 
says. “At the time there weren't that 
many videogames that allowed you to 
compete against someone like that, the 
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» With Ryu vs Ryu mirror 
matches possible in 
ChampionEdition, Ken 
became his own character. 


SPECIAL MOVES 
(WW) Electric Thunder: 


(WW) Rolling Attack: 
<( Hold) 22 

(HF) Vertical Rolling: 
WHold) r€9 

(SU) Backstep Rolling: 
«(Hold) 2€9 

(ST) Surprise Forward: 


(ST) Surprise Back: 
SUPER MOVE 
(ST) Ground Shave 


Rolling: <( Hold) -f 
(Hold) f 


same way aS yOu ~aqcoken 


would when playing 
sports or indoor 
games like pool and darts.” 
What elevated Street Fighter I/ froma 
trend to a phenomenon was its fighting 
system, which boasted depth. “| would 
say Street Fighter || cracked the next 
step of how an interactive fighting 
system worked,” says Michael. “Back 
inthe Tongue Of The Fatman days the 
fighting systems were very ‘rock, paper, 
scissors. Both people could launch either 
an attack, defence, or projectile in some 
cases. Street Fighter |/ was the dawn of 
combos. The ability to 
string a combo of moves 
was the game changer. It “4 
made the game play fluid &/E 
and far more strategic.” 
The ability to perform 
combos — attacks which 
cancel the animation of 
previous attacks, leaving 
the opponent no recovery 
time — was an unintended 
side effect of an attempt 
to make special moves 
easier to perform. “It 
opened up an entirely 
new feeling of what was 
possible in a Tighting 
game, says Peter. “Prior 
to the introduction of 
this glitch, which then 
became a mainstay, 
fighting games consisted 
of slow attacks where 
the entire action needed 
to be completed before 


(WW) Flying 


(ST) Double 





Buster Drop: 

UM) E§(H) E¥(In air) 
(WW) Flying Mare: 
UM) FAH) FA (In air) 
SUPER MOVE 


the next action could be performed. This 
ultimately left fighting games feeling 
rather stiff.” 


f course, the combo system 
wasn't the only glitch in 
Street Fighter Il, and the 
game's director Akira 
Nishitani had been privately fixing them 
up for personal satisfaction. However, 
they d soon be put to use. Demand 
from Capcom's American branch turned 
Street Fighter |! from 
a static game into an 
experience which evolved 
over the years with 
a updates, in response to 


oW Wi 


: 2 ef ge 





market developments and the findings of 
competitive players. Capcom's approach 
was extremely bold: while the concept 
of updating an cabinet was hardly new, 
the upgrade kit was often a overhaul or a 
completely new game. Street Fighter // 
received four upgrades over the course 
of three years, all of which left the core of 
the game intact. 

The first updated version, titled 
Street Fighter II’: Champion Edition, 
was released just over a year after the 
original version in March 1992. The 
multiplayer game was refreshed with a 
huge number of new match-ups, thanks 
to the new ability for both players to 
pick the same character, as well as the 
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SPECIAL MOVES 
ATAVATAYA ete)al [om =el0/0 0) 
ante) (e) es ee, 

(WW) Somersault Kick: 
(Hold), r€ 


Somersault Kick: 
¢(Hold) seaéY 


i Uf 
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» Turbo brought new moves for most characters, like Chun-Li's projectile attack. 










STREET FIGHTER II 


much more enticing ability to play as the the original eight playable characters 
four boss characters. Beyond that, the a brand new special move (with Guile 
revision brought bug fixes, asetofmove — being the one to lose out), the games 
tweaks designed to rebalance the game speed was noticeably increased. VVhile 





and some minor graphical updates. it sounds like a fairly minor update 
The ease of replacing chips on the compared to Champion Edition, tt is 
Champion Edition board gave way to fondly remembered: “| believe it to be bs 
a slew of unofficial updates — notably the best all-rounder,” says Mark. “The [) 
Rainbow Ealtion, a fast-paced hack game was balanced, and improved on ~ 
which broke the game balance with the limitations of its predecessor with SPECIAL MOVES 
airborne special moves and bizarre extra speed, extra moves and damage (WW) Yoga Fire: 
projectile behaviour. At the end of levels with better balancing. It's still very wef) 
1992, Street Fighter II’ Turbo: Hyper popular at arcades in the East." (WW) Yoga Flame: 
wai the most popular of Super Fighting arrived as a playable ofticial Arguably the most major update to eof) a 
» Cammy is arguably" challengers. alternative. As well as giving seven of Street Fighter Ii came with the & (WW) Drill Zutsuki: 
Street Fighter I's ne UH) alle air) 
(WW) Drill Kick: 
' The Retro Gamer team looks back at UH) EY (In air) 
their favourite Street Fighter characters (HF) Yoga Teleport 
-— = - tS lU™ (Forward): 
DARRAN NICK JON DREW ss(All) Yor EY 
Chararcter: Zangief Chararcter: Ryu Chararcter: Blanka Chararcter: Chun-Li (HF) Yoga Teleport 
@ ‘The Darran Jones Factor’ @ Boring? Maybe, but Ryu | like to play a defensive @ it was not the Hadoken, (Backward): 
has been circulating around perfectly fits my image of game and then slide in with but Chun's lightning legs elAll) FD Or >) 
the office for years, It refers what a badass martial artist a rolling attack or floor slide. (Hyakuretsu Kyaku) that (ST) Yoga Blast: 
to my ability to manically looks like, complete with For me, Blanka provides the wowed me in Street Fighter Il enw fY 
rotate the joystick to pull off white gi and a black belt — as best chance at keeping my She's such a good all-rounder, SUPER MOVE ; 
insanely quick piledrivers. a young karate student, he distance but then also ability and | still play Chun-Li to this (ST) Yoga Inferno: awe 
Therefore | play Zangief. was what | wanted to be. to get in close if needs be. day on Street Fighter V. swf 
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SPECIAL MOVES 
(WW) Double Lariat: 
(All) AY 

(WW) Screw Piledriver: 
(360)f9 

(HF) Quick Lariat: 
CNIS) 

(SU) Flying Powerbomb: 
(360) EY 


(SU) Atomic Suplex: 


(360) €3(Close) wt 
(ST) Banishing Flat: gk 
aw 

SUPER MOVE oy 

(ST) Final Atomic ) 
Buster: ie 


2x(360)f9 ers 4 





SPECIAL MOVES 
(CE) Tiger Shot: 
wef} 

(CE) Ground Tiger Shot: 
Woy 

(CE) Tiger Uppercut: 
sf) 

(CE) Tiger Knee Crush: 
Wwoaky 

SUPER MOVE 

(ST) Tiger Genocide: 


woe) 


HECT © START 
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P game's move to the CPS2 arcade Fighter I! Turbo was 
board. Super Street Fighter Il: The New nowhere to be seen. 





Challengers was a big overhaul, featuring The last of the 
four brand new characters with their contemporary updates 

@ There's ahidden own backgrounds and theme tunes. was Super Street 
catch-up mechanic in Fei Long was a clear homage to Bruce Fighter I! Turbo, 
Street Fighter Il- if your Lee and Dee Jay, the first character which brought back 
opponent has won more = : to be designed by Capcom USA, was the higher speeds SPECIAL MOVES 
rounds than you, your 2 fashioned after the martial artist and Tae of Street Fighter I! (CE) Rolling Crystal 
throws will deal some | : Bo creator Billy Blanks. T. Hawk (short Turbo. However, its Flash: 
extra damage to help a for Thunder Hawk) was a Mexican major innovation was «(Hold), =f } i \ 
you out a bit. | powerhouse, while the UK's Cammy the addition of Super (as) Flying Barcelona ae \ ae ‘ \(F al 

was an amnesiac assassin with a moves — powerful Attack: O08) ® vie ‘a ( 
m In order to clue players mysterious connection to M. Bison. multi-hit combos WHold) *6¥then é : KR nnn —, 
in to the existence of “| think the new characters added that could only be (CE) Izuna Drop: er | aes LEA NTE 
special moves, every some new ways to play,” says Peter. performed once the UHold),€¥then «ors a 
button press in the = “A good example is T.Hawk. VVith this gauge at the bottom ats) 
original arcade version of introduction, a new grappler entered the of the screen had (SU) Sky High Claw: 
Street Fighter Il carries ' fray, yet instead of being ground-based, been completely filled. UHold), «2 
a 1-in-512 chance of ihe was more mobile and able close The new game also ap) Scuriet Terror: 





triggering a special move. the distance on the opponent's way added throw escapes, e(Hold), =€9 

, faster than Zangiet which allowed players SUPER MOVE 
@ The team’s original ya | Ol could. Having a to reduce damage (ST) Rolling Izuna Drop: 
intention was that all , i ee mobile grappler was when being thrown, “(Hold) wast} 
projectiles could be | oer" oa something unseen but removed the thene/9fD 
avoided by crouching, Tee ta | in Street Fighter, and Tournament Battle ‘ 
but those plans were Si ea Be | was truly daring.” mode and the bonus 
scrapped due to how good asian, of m!| 7 stages, which upset some. rather imbalanced (Old Sagat was quite 








the now-familiar Hadoken s Super Looking back on the updates, Peter is strong) they kind of accepted it and were 

animation looked. Street positive about their impact: “Although | Still finding ways to fight the character 
Fighter ll —_\iked some more than others, | felt each well up to SSFI//: HDA's release,” says 

g Divekick, Shovel SPECIAL MOVES was were a necessity as Capcom further Peter. “That said, seeing as how HD 

Knight and Kaiju Combat (CE) Dash epee! running on more refined not only how Street Fighter I! Remix had a brand-new look, it would've 

all feature The Baz, a <(Hold),»€) powertul hardware looked and felt, but how fighting games been weird if the game did not also have 

character based on an CE) Dash es le than the first three could look and feel.” He wasn’t alone a different re-balance.” 

unused piece of Street =| Hold) Pf versions, those in that sentiment, as Street Fighter II's 

Fighter I concept art (CE) Turn Punch: weren't the only updates were also strong critical and treet Fighter II's commercial 


depicting a bullfighter (Al PIAL) ES changes. “On-screen commercial successes. “That said,” 
wearing a T-shirt that (Hold), release combo counters, Peter continues, “| remember thinking, 


reads ‘Zubaz’. (SU) Buffalo Headbutt: remixed Music, as Just give me Street Fighter /// already,’ 
Hold), 


impact is hard to overstate. 
Both Capcom and operators 
made major money from the 





well as character when Super Street Fighter Ii was game, as a competitive scene gave rise 
m Dee Jay's trousers were (ST) DashGround Upper: detailing. We ate up released.” He speaks fora vocalsection to tournaments and a competitive scene, 
originally going to bear <(Hold) »€ what was thrown of the community in this regard, as there — the legacy of which can be seen in 
the word ‘Mantis’, but the (ST) DashGround Straight: at us,” Mark recalls. was a suspicion that Capcom had found today's eSports scene and tournaments 
word was changed to «(Hold)» But, the game was a cash cow and was milking it. The like the Evo Championship Series. 
read ‘Maximum’ because SUPER MOVE a step back in one update idea had worked brilliantly for the Of course, success breeds imitators. 
the word still read (ST) Crazy Buffalo: regard—the additional arcade market, where an operator could “Developers saw the impact Street 


(Hold) sof 


properly when the sprite speed found in Street —_ justify expenditure because It would Fighter I} was having, and it wasn't long 


was flipped. : increase the cabinet's longevity. Only before the competition got tough,” 
) <a | ) the hardcore would fork out the cost of a recalls Mark, “especially with franchises 
Super combos were marked vith a blue shadow trail, although ag ——— | full-price game for such revisions in the such as Mortal Kombat, The King Of 
seat Sagatwas stronger without one. ee : home market, and the updates released Fighters and Tekken all out by 1994, 
So —- . to diminishing returns. and all looking to claim the competitive 
In 2004, a final arcade version titled fighting game genre in the arcades.” 
Hyper Street Fighter || was released. By that point every major arcade 
lt featured the ability to choose not manufacturer had jumped on the fighting 
only your character, but also the bandwagon and Capcom felt that some 
version characteristics applied to imitators were getting a bit close for 
them — meaning it was possible to pit comfort. In particular, Capcom took 
Champion Edition Ryu against Hyper Data East to court over Fighter's History, 
Fighting Sagat, tor example. The last alleging that it had copied fighting styles, 


new revision was Super Street Fighter I/ appearances and control schemes trom 
Turbo HD Remix, which added new HD Street Fighter Il. However, the court 


visuals and a remixed soundtrack, as concluded that many of the similarities 
well as a rebalanced mode with simpler between the two games were not 
control inputs. “It was surprising as the protected under copyright law, and that 
sentiment within the competitive scene Fighter's History had not sufficiently 
was that although SSFI/ Turbo was infringed upon those that were. 
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JREET FIGHTER I 


AE STAT FIGHTER 
\ .! The tale of the tape on 
— )~=©0Ss Capcom's prize fighter 
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Games in the Character variations 
Street Fighter II available in Hyper 
series Street Fighter Il 


£1000 


The amount of earnings a Street Fighter II 
— (UK) cabinet could bring in 
a With = = : 
“ifichal se 2 2 " 4 bi ll on Yen 
insane power, — The revenue from Street Fighter II: 
Akuma was a Champion Edition sales in Japan alone 


devilish boss. 
200,000 
Estimated number 
of Street Fighter II 
cabinets operated 


Number of platforms in Mexico 























that received an official 


However, It receiving at least one of the game’s 1.65 million copies and Super Street version of a Street 
was certainly versions. However, special mention has Fighter |/ failed to crack a million. Fighter Ilseries game 
possible to carve tobe made of Street Fighter II's impact 








SPECIAL MOVES 
(SU) Air Slasher: 
«(Hold)» 

(SU) Double Rolling 




































































outaplace inthe asa third-party killer app for Nintendo hile updates had 
Sobat: | fighting market. — the SNES version was the first home provided diminishing Number of Street 
«(Hold),»€3 The important conversion on the market when it arrived returns over Street Fighter Iicabinets 
(SU) Machine Gun thing, as Michael —_ in the summer of 1992, and fans of the Figher II's lifetime, they 1 Capcom sold to 
a notes, was to arcade machine flocked to the console had kept the game relevant for many, Uae tekeneiclatcctlmmmnveleclakelse-itela 
u Hold) +f, then © offersomething asaresult. Nintendo was particularly many years and had helped encourage Street Fighter Il series 
(tap) that Street keen to trumpet the fact that it had the a thriving player base. Capcom would 8 Frames 
(ST) Jackknite Fighter II didn't. only conversion of the game, memorably —_ continue using updates in this way as 2 2 Least forgiving 
Maximum: “| think Eternal placing a full page advert stating “Sega a result, putting out a variety of revised input time limit 
W(Hold) *€3 Champions owners... dream on.” versions of Street Fighter 


SUPER MOVE 


Yea rs for a Shoryuken 
in Super Street 





always started in the debut issue of Illand Street Fighter IV. 
(ST) Sobat Carnival: with a deep Mean Machines Sega. Other developers also How long Street Fighter il Turbo 
|| Hold), 6) story as the Although other adopted the use of interim Fighter I held the 
focus. Prior to versions did arrive later updates in their own recordforbest- 19 Frames 
this, no fighting game had focused on and some of them fighting games, with some selling Capcom game Most forgiving input 
that aspect,” he explains. “Given that were very good, the proving just as prolific as time limit for a 
Eternal Champions wasn't an arcade port game always had the Capcom — for example, Arc Shoryuken in Super 
| also focused to make sure the single- strongest association System Works produced Street Fighter Il 
player was rewarded. Training modes with Nintendo's tive revisions of Guilty 
and all the various storyline outcomes hardware. In fact, of SPECIAL MOVES Gear XX. However, the 
were designed to reward those players the 36 million Street (CE) Psycho Crusher: end of this business model 
as much as the head to head modes." Fighter games that «(Hold)» may be in sight as Capcom 
This paid off for Michael and his team, as_ — have been sold to date, (CE) Double Knee Press: abandoned the practice for 
the game achieved strong sales despite roughly a third of those «(Hold) 69 its latest game, Street 
a crowded Mega Drive fighting market. are different versions of (CE) Head Press: Fighter Vv which 
Indeed, every competitor offered a Street Fighter Il on the Hold) r€9 will rely on 
unique hook, be It the realistic digitised super Nintendo — six (CE) Somersault rolling DLC 
sprites and copious gore of Mortal million of the original, Skull Diver: instead. > 
Kombat, the dynamic sprite scaling of four million of Street fA ter Head Press) 
SNK’s games or the 3D visuals of games Fighter II Turbo and (SU) Devil Reverse: 
like Virtua Fighter. However, mostgames two million of Super Hold) 16 
adopted aspects of Street Fighter // in Street Fighter II, For SUPER MOVE 
return, with the combo system being the = comparison, Street (ST) Knee Press 
most notable. Fighter Il: Special Nightmare: 
In the home, Street Fighter |! was big Champion Ealtion on <(Hold) a9 


business, with almost every platform the Mega Drive sold 
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> For Capcom, the success of Street 

Fignter |i was transformative — not only 

did the company create further Street | al 
Fighter sequels, it began to gear its d 
arcade output heavily towards fighting : ad 
games. This peaked in 1998, when 

seven of Capcom's nine arcade releases rs | 
were fighting games — and four of those aeaare | 
featured Ryu, in a prequel (Street Fighter ESN mY i += 

Alpha 3), a sequel (Street Fighter II! 2nd (SU) Spiral Arrow: | 
Impact), a spin-off (Street Fighter EX2) ce 


a os 
cs 
i 


We take a look at all the ports of Capcom's arcade smash hit 


_— G2" ae 


and a crossover (Marvel Vs Capcom). (SU) Cannon Spike: 
This persisted until the decline of fighting [iw 


stay 1 
games around the turn of the century, (SU) Axle Spin Knuckle: - \ ) | 
| le’ | | | 


but the company also takes the credit for [AWN . 


the genre's revival with Street Fighter IV. (ST)H ali gan er 
Street Fighter Ii reshaped a genre, and Combination: —* ‘, 
its influence continues to be felt today . sheet ithent | “a % Pel es | | = 
“With many things popular today, there (ST) Fatal Leg Twister: , ; 
is heritage. Star Wars, Final Fantasy, (Hold) 269 (after | « ft ’ | 
James Bond, Shenmue, take your pick,” Hooligan Combination, 
says Mark. “There will always be people near head! | 
who will be curious about the roots of (ST) Gross Scicsor | 
something they fall in love with, and with Sneccei de | 
Street Fighter Von the horizon, Street | | | 
Fighter is as popular as ever.” seen ark cen MEGA DRIVE | 
But while Street Fighter V drives ey bh ody) @ As with the PC Engine version, this is a port of Champion | 
renewed interest in the series, what SUPER MOVE Edition, however, it also adds Turbo content. The three-button pad 
truly marks Street Fighter // out as a (ST) Spin Drive is usable (you use Start to switch between punches and kicks) but 


stunning sequel is that the staff of the 
new games often refer back to it. “One 
of the things that made Street Fighter // 
stand out was that anyone could walk up 
and hit buttons and leave satisfied,” says 
Peter. “VVhen designing SFV, that was 
one of our core design pillars.” 

“| suppose we've been inspired by 
that game all along in how we develop 
the series,” says Ono. “Most game 


1 special moves are harder to pull off compared to the superior SNES 
_ controller. Plug a six-button pad in, though, and it's virtually on par 
with Super Street Fighter I! Turbo on SNES. 


Smasher: 
daly 





SUPER NINTENDO 


f mts been superseded by later | | 
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: original conversion still holds up (SU) Condor Dive: 
series have new sequels which build nen =a surprisingly well. It's very close to (In air) (AI 

upon the design of the previous titles, a meee mearcade game in style although (SU) Tomahawk Buster: 
but Street Fighter I/ really started over me there is a lot of missing content) | ssf? 
ocruvahanenisicteated iatheradold | and the controls are tight and | SU) ae a Tyahoon 


Street Fighter. When it came time to 


responsive without the need for hetar) 
move to Street Fighter I! and Street | 


extra pads. Little wonder it was 


: : a RS 
Fighter IV, we really started trom scratch = deemed the definitive home version (ST) Double Typhoon: 
each time,” the producer elaborates. ——— of the game upon release. 2x(360)2 





“Itwas Street Fighter //that started this 
pattern in motion and now, as I've said : 
many times, Street Fighter Vis another Oe — 
reset of the game and brings a new knocking out an 
roster and new design. So you could opponent with 
4 h S Fi A . Il did a Super Combo. 

say that what treet ighter II did over Pak tall 
20 years ago — wait, it's almost 30 years 
now! —has continued to influence us.” 

We get the feeling It'll continue to do 
so for many more years to come, too. 








» This beautiful 














§ ZX SPECTRUM 
@ The Spectrum version looks great, but it's saddled 
by an astonishingly bad multi-load system. Like the 
other 8-bit ports it does cater for two-button sticks, 
but the base version — fire and forward for punch 
and fire and back for kick — is very hard to use. 


1 ATARI ST 


@ The Atari ST version suffers from all the same 
issues as the Amiga but manages to be even worse. 
The animation is particularly bad and the game is 
slower than its Amiga counterpart. It's slightly easier 
to pull off special moves, but it’s still a poor port. 
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“STR EET FIGHTER i 


| STREET FIGHTER II — 
ooooo100 : COMPUTER 
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PLAYER 
E. HOW 


2 COMMODORE 64 - ee Pi 


@ The Cé4 version is quick, but that's pretty much all SPECIAL MOVES | | | i. aed 2 o.; 
it has going for it. It's a buggy version of the game, (SU) Rekka Ken: Pea ee qa Bee Press 
with frequent odd pauses during play. Worse still, your wwe f2 (perform up to 3 pe A ee ee 
characters occasionally get stuck on the backgrounds. times) ; 
(SU) Shien Kyaku: —_—— “ 
cw} | SHARP X68000 
(ST) Rekku Kyaku: @ This is another Champion Edition port and is 

DOS Ww7bY : virtually arcade perfect, with only slightly different 7 rat  EEEFEEETISEIED: 

@ The DOS version looks (ST) Shuu eg Raku: music. Control-wise it had the same issues are other ae [eee |) ane 

good, and it miles better <>(M/H) fa (in air) home computers, but that's solved with a joystick 
looking that its Amiga and SUPER MOVE adaptor. The only thing that ruins it is the constant 

a Atari ST counterparts. (ST) Rekka Shinken: swapping between four disks on certain systems. 

(ae ~~ I Even the animation is paed ! 
PC ENGINE decent, although the music : ieee ere re Tee Yas Gees 
m@ When you consider is nothing to write home ore cs 
the machine, this is a about. It's still ruined by a | Fi 1p7o04 
truly astonishing port clunky control system. é eee se = ce eel iOS | GAME BOY 
and in some ways more — | ca a — _— @ This is essentially the @ This is a weird hodgepodge 
impressive than the SNES a ee! ‘ a oF | _ compilation released on Saturn edition of games up to Super 
version. It's rubbish to play — —— = = | “Up and PlayStation, meaning it looks Street Fighter II Turbo. It's very well 
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with a standard pad, but — a Pepe’ es , ce hp “3 very nice. It's let down by the detailed for a Game Boy game with 
luckily there's the option for pn | ma - fh “A . ij SS . “annoying virtual buttons and stick, great looking sprites. It's missing 
six-button support. —. <— . . My Sa a ss YS 7] + reeaeeces : ) though. Thankfully special moves Dhalsim, Vega and E. Honda and 
ms mi ; ® are easy to pull off as they have only has two buttons. Cleverly 
their own separate buttons. though, it changes the strength of 
kicks and punches based on how 
long you press the buttons for. 


Hi Ft ] _| | a ai ES 
—eeer? — yi iy rh! | put Py 
: Zoe RD, 


: see RO) 
XBOX, PSP, PS2 Re 
@ These are emulated versions of a 
the arcade versions. PS? and Xbox 





A owners want Capcom Classics co ) o me “= 
: : ° Collection Volume 1 with Street VL ee : ha , th 
MIGA | Fighter Il, Champion Edition and : 7” ae ie be | ~. 
m@ Despite some odd colouring the Amiga version | Street Fighter {I Turbo: Hyper ee ery ts . i AK. S Bi “5 KU M A 
looks authentic. But that falls apart once you see it Fighting. PSP owners need Capcom Sa hy ai sitin 4 ao 6 ; ~~ A 
moving, due to jerky animation andpoor scrolling. Classics Collection Reloaded. SPECIAL MOVES 
Musically it's terrible, and it's hampered by the same 4 | ‘ 
poor control system found on the 8-bit conversions. PLAYSTATION/SATURN ne = 
| @ As you'd expect, the versions released on Capcom's (ST) Zankuu Hadoken: 
Street Fighter Iland Capcom Generations collections tbe fin air) 
are near perfect, with the Saturn ports winning bonus (ST) Shakunetsu 
, points due to having the better pad. Hadoken: 


wy 

(ST) Gou Shoryuken: 
aw 

(ST) Tatsumaki 

buy Zankukyaku: 

‘et we€Y 

CL Centmerctiicl< 
Zankukyaku: 

We E\(in air) 

(ST) Ashura Senku 


i 43 =: AF a) (mea lee) 
Fighter /lis clearly cut-down. Dhalsim, Zangief, stiff and sluggish to play, and playing pee ee Po A ag 7 3 sisal) or6Y 


a oe oe ec ee ce ee oe oe ce ee ee oe | i ee ee ee ee ee oe oe 
on oe ee a ee ee ee Eq: 8 b-6- &-g-Ec 8° cf: Gi eo BoE: 


MASTER SYSTEM MOBILE 


m@ Based on Champion Edition, Master System Street @ While the graphics are accurate, it's 


E. Honda and Vega are missing. It's graphically on a keypad makes it incredibly (ey i ——- | ’ (ST) Ashura Senku 
impressive and has authentic tunes, but is let down difficult to pull off special moves. An Sie se ge A —- aon ee A \ )) ae (Backward): 
by a distinct lack of buttons and poor controls. impressive effort, but a poor game. Se OS = 9” Ge SN e(all) oD) 


Ate ea sgh | 100 GAMES TO PLAY BEFORE YOU DIE | 113 
7 a Til ee ¥ hon x a ioe P| wee , oti, , 4 al a ‘. 
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A powerful new 16-bit games console, continued 





pressure from a portly plumber, and a company firing on all 


cylinders led to one of Sega's finest hours in June 1991. Discover how 
a little blue hedgehog became the face of Sega 
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» PUBLISHER: SEGA 


» RELEASED: 1991 


» GENRE: PLATFORM 


» DEVELOPER: SEGA/SONIC TEAM 


» PLATFORM: MEGADRIVE 


efore Sonic span onto 
the scene in a dazzling 
blur of cobalt blue, Sega's 
previous attempts to 
create a company mascot had 
been unsuccessful. Their primary 
intent was to capture hearts in the 
same way that Mario had done for 


A TinieclareCoMmellimatejariiite m-t-\-lagt-le mcm ile 


Fantasy Zone's ovoid spaceship 
Opa-Opa is often referred to as the 
very first mascot, briefly holding 
on to the honour until a tracksuit- 
wearing, rock-smashing prince 
named Alex Kidd came along and 
took his paper crown. 

JU) Malslamelacr-lilale WA (-> em Lats 
(o[=)e)-|f-]¢)(omtat-laelsief-mar-(emalimelolela 
the key ingredients that would 
give them a character to match 
datoMaal(e|ayaeyim\"it-le(emm (o\elale(-1ar-lare 
gale)acM=)eal(-it(emeal-lamhlisicclale(ek-mielele)t 

talisman, trained in a martial art 
Elavem-]¢)(-mcemelani-m-10 
assortment of 


Wiclal(e (stows) ae) aalle)icciemagtslaNvme)i 

the same characteristics that Sega 
WVcolel(oMianlelU(- minicom a\(=) w]e) [aly 
successor. For connecting with a 
Wrelelalem-10(e|(-Jale-e-N(-> @er-]at-| ial va at-le | 
fo) mele)lalemcelmaliparmelaice)aqsiar-ltci\ mals 
la(emr-Mcelelo]amdiaat-mere)anlel-idialem-ler-lialcy 
Mitaitclave(ewom-limree)ale|ll-isialem\| atoy 
WVial(evamr-|@e)alomiipa(-meelel(emel-mielelsemin 
1 in 4 American households. 

Two years after the 1989 release 
of the Genesis in North America, 
Sega found itself in a fairly strong 
position stateside. Its arcade 
machines Space Harrier, OutRun and 
Shinobi were proving popular coin- 
fe [Uyara(-) g-eer- ale Mem ele) ici aie] malc\i alone) is 
successor to the Master System 
was also selling well thanks to its 
impressive visuals and early library 
of arcade tie-ins. But conscious that 
Nintendo was preparing to release 
its 16-bit successor to the NES any 
day now, Sega knew it needed to 
find itself a Mario, and fast. 

So it was that Sega of Japan 
famously set its best designers the 
ie-}>) @elmere lanl ale melom i iinm-mele-lale 
new hero to represent the 

foreleg) orci anvarclalemiecmalsi 





(exe) atsre)(-mm BU i alale mealcmlaliets)mlelsts ls 
stage many designs were pitched 
and considered; rabbits, armadillos, 
\Visamalelants|aMmeatslesle1t>) a-ya ole) miamial= 
end it was a teal-coloured hedgehog 
that was finally selected, put forward 
e)Yar-laitsim \Fele)(om@l-ialiaat- mar ualemar-(e| 
previously worked as a designer on 
the first two Phantasy Star games. 

Olateliarlinameielelel-re mals 
i Tetste|(=1aavelet-i-mm Ola) lags Momegst-|ilela 
VVclalmenieelele] aml ale|aa|el-]qe)meiat-lale [or 
ol=1ce)g=m el-1e0) nalialemunl= er] e)e\vae) (0(= 
hedgehog we know today. Early 
concepts for the character, which 
WiVicla=M8| ee) 0) elo(eM-l--a-t-16] ime) me 
makeover by Sega of America, 
iatelemaliaam elt<\"dla1e miame- im gele:.qley-iale pm alls 
aeleleldamele-\iiamditamr-lale(-ye-lale mia 
gif} elarialiemuuicam-me)lelale(-malllaat-la 
(eliamat-lant-rem\Ut-lelelalarce 

me) ame) 0)"/[0]0\-Ma-t-[-10]a\-wele) a) (em) 
colour was altered to Sega blue, 
while Oshima has revealed that 
bote) allemcw (eve) allem g-ve mm ele)ti"(<) mecia lets] <c1 es 
Vici g-Mlat-je)igclem e)var-mere]anle)iatcitielameli 
the belt-strapped boots Michael 
Jackson’s wore on the cover of his 
| olU pam =f-[em-lalemig(-mere) (e]0] me) met. lait.) 
GETe cma iareleam@ljallastcmacie(-lae(-10 
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DEVELOPER 
HIGHLIGHTS 


PHANTASY STAR (PicTuRED) 


SYSTEM: SMS 
YEAR: 1988 


SONIC THE HEDGEHOG 2 


SYSTEM: MEGA DRIVE 
YEAR: 1992 


SPACE HARRIER 


SYSTEM: ARCADE 
YEAR: 1985 _ 








at the time as the most ‘famous 
character in the world.’ Blending all 
these visual elements together, Sega 
ale) o]<(o Mi @ar-(emia(-mel-1a(sle1m@elat-|e-(etss 

to appeal to an American market. 

All Oshima needed now was 
a striking game to show his 
creation off, and it was here 
that Sega bosses turned 

to a talented programmer 
named Yuji Naka. 





L¢-mar-(emel-lee)]aal-) 
renowned in the 
feve)an)ey-la\vanie) malls 
aa) e]a=t-s-)h'4em ©] cele [e-laalanviare 
skills thanks to his excellent work on 
the Master System game, Phantasy 
Star. He had also proven his skill for 
tackling the platform genre, with an 
Tag) elacsotoihYicM \'i(elerem Blahcmere)ancle-ie)ame) i 
Ghouls‘n Ghosts. And so Sega asked 
Naka and Hirokazu Yasuhara, Sonic's 
game planner/level designer, to 
ate1/em@sjalinat-mealaremese/plcemcom iii-m-lale 
become the driving force in a team 
of AM8 developers. They were later 
famously renamed Sonic Team. 
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WA"dal-iamsce)g qe lameal-m elge)(-le1mel-ier-[ap 
MEL €cIa'cclom(ef-lpalelal@uual-mer-lani-m-jaleleile| 
be fast and exhilarating to show off 
the impressive processing speed 
of the Mega Drive. An important 


cornerstone for the game, Yuji 
Naka explains how it was 
* Super Mario Bros. that 
absieligctemallaamcemelgcts) tomate 
Mecca eliselia-mialcmiiese 
had ever seen. 
“Every time | played the 
first stage | wondered why 
| couldn't clear it faster, the 
better | got playing it.” Naka 
explains. “This feeling must have 
eol=1=]am aie el-1¢[/alaliale me)menlom(e(st- Mell 
holo)a] (omm- ma olU mel -imelolelem-ime)i-\"2iale 
V/e]0mer= |e ae lamealcelele|smial-m-it-1¢(-M este] 1h 
fast. | think Sonic itself turned out 
iol el-W-mce)t-||hvaeliii-ie-ial mere) alec]e) ace) 
Super Mario Bros. But | do feel it 
was a game that affected me very 
positively. There is a part in Sonic 7 





















levels in videogames. 





»Green Hill Zone, in all its eye- 
searing glory, went on to become 
one of the most recognisable 





» Naka feels that Super Mario 
Bros. and Sonic both influenced 
each other. 


where Sonic swims in the water and 
eats bubbles to take his breath to go 
on. | was very happy when Super 
Mario Bros. \ater used a similar 
system in one its sequels, because | 
felt we were inspiring each other.” 
Meanwhile, Yasahura’s approach 
to Sonic's level design was to create 
them in such a way that they would 
r-]@) @]-t-] com ele)tamer-l-1el-1m-lalemat-[ae (ee) c= 
ef lanl)ecPe a (cieciciarcleleleim-lealis\diale mualis 
oNvaanlh.dialemiblamic\(cM=i(c)anlialecmialin 
el ar-lit=iale|iareme)es-je-[e(-1-m-] ale maaleyaiale 
parts. Of the seven zones in the 
er=]an-eeele)alemome) elsialiale moat-(e(-mGlasi-18 
Hill Zone became the most iconic. 
A vibrant place featuring blue skies, 
lush green grass, chequerboard 
tunnels and loop the loops; the 
‘el=iaicieim e)t-\VZe]gelelale mie) ateio)al(omce 
showcase all his abilities. It was 
eM elaliitelaiihvareiacciaidelamrele-leleliare 
ahigele(Cle1t(e)aimie)mer-lant=le-par-lalemie)s 
dales-icmiaem at-(e Malo\Vicl me) dals1e mre 
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SONIC THE HEDGE 
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x OF ALL THE CHARACTER 

“| designs put forward for 
consideration to Sega bosses and were 
dropped in favour of Sonic, it was the 
character of Mighty the Armadillo that 
received the most attention. Following 
the success of Sonic the Hedgehog, 
Sega decided to revisit and polish up 

the character for an appearance in the 
Sonic coin-op SegaSonic The Hedgehog. 
In the isometric trackball-controlled 
coin-op, Mighty worked alongside Sonic 
and another anthropomorphic character 
named Ray the Flying Squirrel to escape 
from Robotnik’s booby-trapped island 
base. Mighty would later appear in 32X 
title Knuckles Chaotix, while Ray just 
received minor cameos in the recent 
Sonic Generations and the Saturn port 
of Gale Racer (aka Rad Mobile), which 
was the coin-op that marked Sonic's 
first ever videogame appearance, as 

a rear-view mirror ornament. Ray 

was seemingly deserted by Sega, 

but considering that hes an orange, 
long-tailed flying squirrel, we suspect 
the reason could be because he played 
a big part in the design and character of 
Sonic's popular sidekick Tails. Either that 
or Sega simply deemed the characters 
to be too similar and so they promptly 
showed Ray the exit. 
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——— o[-\V/-\[e) e) late} 
=" Sonicwe were 
doing tests 
7. with splitscreen in 
mun fo} ge(=]aucom-||(e)y/mar',0m e)te\\i=16— 
to play at the same time. But 
my technical capability wasn’t 
siarelelelamcom-li(e\ sm ial-mel-|aatom ce) 
be completed with this feature. 
When we began work on Sonic 2 
we tested this first to ensure that 
a two-player game system was 
elealic\g-1eme]-1(e]a-me)ge)el-la\\acie-latiale 
the project. 

“We also tried to prepare a 
sound select screen, with pictures 
of Sonic’s band, and Sonic singing 
Felalemelact-].cxel-laleilale Ma Malcom e)leide [got 
WiViclg cm aalessithvmere)aale)(-1(c1em selmi = 
couldn't make this feature fully 

completed on schedule, so it 


#The inventive bonus rounds quickly became a popular 
staple of the franchise. 
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xX RELEASED SHORTLY AFTER foro) alcie)(-Meelemial-ie-mel(emialsje)ieclileamiels came from the was rejected. But the storage 

<4 the seminal Mega Drive hit, Halim eolaliemsie-le[-Mevolaat-Wicelant processing speed on the ROM to put this 

See ine spade sn eeaes “Green Hill Zone was inspired by of its hardware. feature in was available 
California,” Naka answers simply. And with Sonic because of this, so we 


for the Master System. This 8-bit 





version differed in a number of ways WAN em cm-l -M-llaaiaremcom-iale\ im ial- ole ialiare meats added the “Sega” 
from the original. It featured anew latest computer graphics at that time, Mega Drive voice on the part 
story and six zones; three based on the which were using polygon and ray in a way that where we showed the 
original but with altered layouts, and rueclelatePatalaelels|amelh<clie lamcom ant) call avoer-lantewarve! Sega logo. In the end, 
the others completely new. Many of the look very new. With regards to the (ololatsm el-viel ass Binlin) @talicm eee 
enemies made It across, as did all of : 7 : ; aN ~ 
Bones aiefesuiih teexcention ofits colours, | believe they were inspired there were fe [olele mle (cr- — 
block-pushing animation. The game's by a picture drawn by Eizin Suzuki.” several features From the initial 
development was handled by Ancient, Eizin Suzuki's work frequently that Naka and fore) ares} 0) Guo) mrelela] (em tare)! 
a Japanese developer managed by sisy-]d0lastom-y a0 al alialemele) emeliay, his team wanted saw him playing in a rock 
revered Sega composer Yuzo Koshiro. illustrations that look every bit the to incorporate into band to the revelation of a 
Naturally then, Koshiro wrote the music late Meliclaniiole @ucKeMara\icheydelevatcts| the game, but with space and sound select screen that had to be 
for the game, which was a combination i BS acres A : | ape | 
Ss cneeeteoeabe te 1Con caihicroa] to see up on the walls inside sega time constraints were unable to. dropped, It's clear that Naka and 
and brand new compositions. Overall, Ela tarim (aa OLAC-lame(-)e(eitiaremelare lal Valtcia-s}t ale |WWemelal-Melimtal-.-\-melaaiiatre his team always intended for music 
the 8-bit Sonic the Hedgehogis a fine realism with a vivid surreal edge, one features would later provide the come) i-\"ar-laMlaalele)at-|oimel-lame)mial= 
standalone Sonic game, rather than a piece in particular instantly catches starting point for the sequel, while game. We were therefore keen to 
watered down port. fo]0)ar-)atclald(e)amm imi sle\ iow: mei t-lt-1(6 another inadvertently give rise to a iiacomeolejmare)y manleieame)i-lalaliacemuncian 
i100) 01-1 pC) OM] ole) a k-Mer-] mm Ol- 18 <-1e| ele) 0)0)t-|aret-ler- mane) tin Telcom dar-im ey-]ad(e10)t-|ar-l-je]-1e] om-Jale mately) 
beside a welcoming beach-side “There were two features that we the team ensured it would enhance 
restaurant. With its deep blue skies were not able to put into Sonic 1,” the overall experience for players as 
and engagingly expressive Naka explains. “The first one was successfully as it did. 
ere) (00 la-mmn tale mere jalalsleitlela i(oee-10) 0) ee) amavsem e)-h\islecm e)tehvalale melt “It was just around the time when 
is Clear. the same time. At the last point of galery (em lamel-laalssomcclomilecymel-1adiare 
From a technical exciting, so we asked Masato 
co perspective, Naka Nakamura, a member of Dreams 
. says that the biggest Come True [a famous pop band in 







Japan] to make the music for each 
stage sound like it was based on 
each stage’s image. Sonic also put 


v= i = arsli(siale(-miame(-iaelare 
jm »=the Mega Drive to 


eleee)aalsaleler:itsmele) alls 


Green Hill Zone’s bright vibrant look was inspired 
by the work of acclaimed Japanese illustrator 
Eizin Suzuki, 
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7A) | ome tay 
The many levels of Sonic The dist 
GREEN HILL 


| This gorgeous 
zone is relatively 
easy to navigate 


SPRING YARD 


We like Spring Yard Zone, and not just 
because It appears like a giant pinball table. 
It can be a little frustrating to negotiate 

due to the many bumpers and springs it 
features, but careful movement is the key 
to success, It also features plenty of cool 
secrets to discover. 
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thanks to its sm iNos’ 00 — 

| large stretches | t 

that feature very MARBLE 

few enemies or As its name suggest, Marble Zone is made of 
hazards. Loops Marble. It's also a very hazardous zone, thanks 
are in abundance, to a large number of nasty spikes, falling chunks 
and Sonic is able of ground, and trickling lava that Sonic needs to 
to reach insane navigate. There's a lot of block pushing on this 
speeds. This is level, and therefore less whizzing. : 

arguably one of 

“*) the most iconic scone Pe SCRAP BRAIN 

iafeee see tis i 7) 1) videogame levels of RINGS : This is a truly frustrating level with all sorts of devious and 
ee ee Se a et ee ee er ee et ee ee ee ee SCRAP BI downright nasty traps for Sonic to deal with. Conveyer belts, 
STAR LIGHT 2 vAG vanishing platforms and intermittent gas ruptures (which 


send up gouts of flame) all combine to make this a hellish 
stage that will require all your skills to negotiate. 






Speed freaks will adore Star Light, as Sonic °0 0-0 : 


can really zoom through it. Many of the levels 
are filled with loops and enable Sonic to reach 


hyper-fast speeds. It has a real rollercoaster a _ Coke ——s9 


=... 








feel to it, but care must be taken as while FINAL TIME 0:00: SN 
there are only a few enemies they are often This isn’t really a zone. PINGS .. Oo: \ 
impervious to Sonics attacks. fe where Gonic must . 
scpre eat = face off against Dr 
THAME 0:00 Robotnik for the final 
time. It's little more 
LABYRINTH ' than a short corridor 


which ends in a large 


The maze of Labyrinth Zone can be a real 
room filled with 


headache to navigate. In addition to having 












to make your way from some trickily “yg Tetretier pea achat atect coset nro os lh aril 
designed stages, many of the levels are ee a eee 
faatesci (NYMU Lalo (“1m =] (clmesle)a fomer-lamelal\mare) (eR ali et ore aa avd i eet j that try to crush poor 
breath for a limited time, so you need to | pypon Lad ee en ce } Sonic. Kill Dr Robotnik NZ 
iral* R-labelimeliele)(-Melmel nel ian ‘guacah ry A A oat Pt eth , for the win. PRON! Cc 
FW lej@e)m@ elg-i-1-10) ome) ame lcmale) mela ivala in [-16/e[-Jelelemal-)| ol-ce mom elg(ele(-mial-mel-|© slelaliom-merelaliagle|eii(e)amcemel-1e1- ke 
igcle}-1a0 (com ipiom palel-j(em 0]6) miial-m-se]6] are) between those two markets more success certainly cannot be 
FX and jingles. We fixed these quite successfully than any Mega Drive WTate(=1ge)t-\\Z210 A =J0) a (ele) diate mm ef-[e) aela| 
Fe le) qucom-|i(e))mial-1aamcemaat-L(-m el (cho) 6- title previously released, and became this most important of Sega success 
sists] me lelelemnallicoméat-\"ae)t-\Valal-mel-|nnl- eae Elam iaitclal@ alow alse mi dalclamhilaiesialele) stories, which aspect of Sonic the 
finally released the SNES in North mote les) acolo mim T-].¢- man lescum elgelelomeyig 
aliitsl|Nareloler-melm@aealsia(er-mat-[e America later that year, it led to one “| think the fact the game is 
doubts about Sonic’s American eo) Miai=me)(e[e[st-1mr-] ale maalel-imaal-iaale)e-] 8) (= designed to be very fast but can 
appeal, concerned that exo) arsie)(=Mc-|e-mlametclaaliale malcyielas also be controlled, and allow you to 
Americans wouldn't know what Following an aggressive marketing rélomialcelele|amial-met-laal-Mal(e-)\\Am cmial= 
a hedgehog was. However, following ors] an} efs](e 1am e)\arel@).Wmrelelal (ome [6l(e1.4iv7 part which | am most proud of,” he 
a few tweaks by SOA become synonymous with fore) alei [0 (e(<t- fama \/Fela\Yan datelal. com comeve) alle 
to soften up the Sega. And when Sega of i[-t-Tanmaalsipalel-lecmielm oleiadiareme|a-r-ls 
character for i Mi-ler-lamer-\ cm ialcem lem lalitte)| effort into this part. | am also proud 
Western gamers, | igs) [0 (e1t-|alesmcome)iicim tal= fe) mele)al (om el-iiale mm e)t-h\is1e me) acre Mm aat- lang 
Femeval-lale(-magrelt game as a pack in with people around the world. Thank you 
miles ae (elamarele Genesis consoles, Sonic so much.” 
rofe\uamcolemnclimiaiiam tals went on to play 
aalcianlelciecnelieetelallom i-tlaae ae ETRY clan eliemce) (= 
sonic the Hedgehog was | in helping Sega take 
finished and released in 1991. majority share of the 
|More) dine mante)c-mere)) ance) em tar-|a North American games market 
console game, Sonic the away from Nintendo. 
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It heralded the evolution of the 
franchise into 16-bit and was a 
(=Yol a) a) (or=] =) ae) er= Xe (0) mm tal) | abo 
John Szczepaniak speaks with main 
o)melele-lanlant-vmr-]acemcelt-|melc-veice eae e le 
Furano — known by his real name, 
Masahiro Ueno 





» PUBLISHER: KONAMI 
» DEVELOPER: KONAMI 


» RELEASED: 1791 
» PLATFORM: SNES 
» GENRE: PLATFORMER 
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asahiro Ueno — or Mitch to his 


a lot of amazing games. Not 
that you'd always know this, 


: as he was often credited as Jun Furano. “I 
: used Jun Furano’ as Konami did not allow 
: us to use real names in game credits back 
: then,” reveals Ueno. “I made up the name 
: after a Japanese TV drama called Kita No 
MCL ele mia cle) a leew malic liom ale dels lee 
: and Jun was one of the main characters.” 
: This fish-out-of-water series was very 

: popular in Japan, and involved a father 

: taking his two children to live in 

: the countryside. 


Gace lomere) galeatelamele)i(ea\allament=me)(emer-\\c> 


eile) Coleg -te [lace [-\V/-1(¢)0]-1 gee] mace me lev 


under a nickname. Western fans have 
speculated if it was to prevent 
‘atcre[elalelal diate Meom (il-Mipa)e)g-t-t-)[e]4) 
being that, in Japan, with 
the ‘job for life’ culture 
at the time, people 
io) (0(e)anmeatelarelere 
jobs. “| think it 
was to prevent 
lalerelelaleiaielare pam 
says Ueno. 


friends — has been involved with 














» The moody opening still 
gives us the shivers. 





: “People move more often these days, 
: ‘olUnmaatclan mei nok are) (eminicialetom-lacm-vel|| 
: with Konami.” 


Unfortunately, this discrepancy with 


: names means that websites aren't always 
: complete. “MobyGames is missing some 
' of the games | worked on,” admits Ueno. 
| “Such as Track & Field Il on the NES, 

: Lethal Enforcers for the Mega Drive and 

' many more recent games.” As a fresh 

aa Ulaliviciastiavaelecleleeycom 7 al-vaM(eyialialem .<e)at-laalh 
: Ueno’s first game was an educational 

: title for the Famicom Disk System that 

| was ultimately cancelled. His second 

: game, which was his first to ship, was 

| porting Metal Gear from the MSX2 to the 


[| 


Famicom in just three months. Changes 
were made at the request of management 
to differentiate the two versions — this 
el iome(el-Mcemtal-Mliealit-lile)at-melminicm-\ 7-11 F-16)(= 
Mapper chips. It was still an impressive 
achievement, and the game sold copious 
Felaalelelaltcmlam-Vaals) ser B 

Ulelalemerelaltialeicemcom el @uuiiamenl= 
rc) aaliexelaame) emer) er-lam=).cell0lsih\/-mel-| ealstom ll .¢e 
Ganbare Pennant Race! and MADARA. 
In later years, he supervised Konami 
classics such as Contra Ill and Axelay, 
relalemelt-\icte m= la mial(-1e|e-| mee) (-miamaal= 
Lethal Enforcers series (including as an 
actor in the sequel). But, his first 16- 
bit role was Super Castlevania IV — aka 
Akumajo Dracula in Japan — as the 
faatcliame)aele les) enlaat=\em=alsian\ arcl ale molest 
programmer, as well as overall director. 


uper Castlevania IV was released 
in October 1991 for the Super 3 
Famicom, but working out when ==, 
elewz-l (ol elaatsualacitclatciemacte tl iacts : 
some detective work. For the sake of 
clarity, hereafter all mainline Castlevania 
games will be referred to as CV, followed 
by their number. “I don't recall exactly 
when we started the project,” ponders 
Ul=tavemm dalla) diate m orclel em Bl-t1elelellalem alls 
thought process, the feeling is that it could © 
have been in early 1990, but then he has 
a revelation: “CVII| on the Famicom was 
developed almost in parallel with CVIV, by 
ldalewect=]aplom elo1e)e)(om lela) ialemOatar-jalem@ntalmml(c) 
all worked closely with the sound team — 
Co) ar=]an)mar-(emealcm el-t-)ar-velelalemact-|eam-lpre maton" 
really did a great job.” This is fascinating 
for several reasons. Firstly, the main team 
behind CV has never been disclosed as the 
original release featured fictional names. 
are) xem palstelatcmtatclendalome)ete|ialclm hi =temtelleleh 
was developed by the same core team, 
WViAICom Ole) ae Mom(ct-lanmclom else lelelalaliamcemelc) mie) 
grips with the new Nintendo hardware. 
CVIIl was released in Japan on 22 
December 1989, meaning that Ueno 
WiV(@ 10] (6M at-h\iom al- [0mm Cem al-\\/-M-1e-]a(-10 Ml 01-110) 4 
this, possibly using only proposed design 
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» Due to strict NDA rules, 

these topless statues had 

to be censored before the — 
Englishrelease. mR 


ie 





» Curiously, statues of vampire hunter iia 
Sypha Belnades seem to stand outside 
Dracula's castle. = - : 


_ Westarted with a small 
R&D team, without actual dev 
kits. We only had a hard op of 
specification documents © 


MASAHIRO UENO 


* 








specs for the as yet unreleased Super 
Famicom. “You are right,” he concurs. 
“CVII| was released in late 1989, so the 
timeline [has to] match.” Ueno adds, “| 
think we started CVIV almost as soon as 
VivisMe le) im datom alee) anat-idlelamane)anmh iiaitziale(epmcie) 
we probably started the development of 
CVIV in 1989. | am not too sure though. It 
was more than 20 years ago!” 





=. 









imtcmel gal ele)at-lalancemelale(-1e-18-[alemual= 

Wiavel-iahvalalemeve)als->. @a@e) meal msi e-P 

i atcmcsieialave)iele|(er-]mlelea| em icelaameal: 

Famicom to the Super Famicom 
(released November 1990) was massive, 
with more noticeable results than the 
Ulan) els 'iswecisi= i cole l-\"Am mlelt"mel(eMianici=)mel=liale 
on the cutting edge? “Naturally, we were 
Jom=).(e]1(=16 mM COM 16) 0. a0) am tel-m al=\n mee) al-16) (=F 
Emiicm ic] |Mauome me lolaloMo\ ci avacalialemulcmeelelie 
(ofomelamealemar-lenliee)eamuaidarelejar-lele|idle)ar-) 
chips in the cartridge.” Ueno then reveals 
another clue that his team must have 
lol=1e [Ulam lelalem ol=1(e)c-mal-Mel0| el-1al w-lpalieelag 


'» Tread carefully—jumping on these AR 
platforms activates a trap that drops into a death pit. a 
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SUPER CASTLEVANIA IV 


had actually been released. “We started 
with a small R&D team, without actual 
dev kits. We only had a hard copy of 
specification documents.” 

“The Super Famicom was definitely 
more powerful than the Famicom, 
especially in graphics and sound,” states 
Ueno, “but the CPU is a bit more difficult 
to work with as it’s more like a slightly 
faster 8-bit CPU with integrated bank 
registers,” he continues, detailing the 
it=Teia la} (¢r=| ies] (0 (=e) Me) \| ete O(=011-110) 0) alciale 
ma O Jalil. <-mastele(-1aamere)al-10)(-\-Faau\(-Mal-[em-(ee ott 
to all the hardware registers and we had 
to figure out how to use those effectively, 
which | really enjoyed. But, it took us 
some time and experiments to find the 
right ways to use various tricks during 
actual gameplay.” 

CVIV was the ninth release for the 
series — previously, there were three 
aatcliniiiaicmmrslaalieeaamer-laglsr-ymelalielele 
standalone titles for the MSX2 and 
arcades, two Game Boy releases, plus 
a Famicom spin-off featuring Dracula’s 
son. Castlevania was obviously important 
for Konami, as Ueno concurs. “The 
expectations were really high, as it was 
already a successful franchise and now 
on the new ‘super’ hardware. Personally, 
MM il<=1e Medat-me) ale) lar-| Onan tal-m anle}-jalel-le] qlenl-1 ap 
Of course, | played them all before we 
ilatelidcre mdalsmeliacied(elame)m On ah am 

Ueno proudly declares, “| wanted to 
aay) <cMOAANYAE olUla-Wr-leitfolaMel-leat-My7i(n(ele] am og 


» Mode 7 sections like this started out as c 
experiments, and then Ueno and histeamthought #& 
of how to add fun gameplay. 
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| mn HmEE it Ee 8 oe Fe oe TT = 6 BE 7 7 ee ee se BBE ee FO merit a 
: Your guide to Super Castlevania IV's superb bosses 
Vr Sana 
= —s ee lc 7 as a = = ae ee ee oe ae 
=f 
=o P 
"a ; i é 
= _Fy 
a MEDUSA ’ KORANOT 
One of the series’ most iconic enemies — Known as Big Stone inthe Japanese, 
appearing In just about every game, and manual, the golem boss is Ueno's 


based on the Greek legend of Perseus. Ina 
beta video it seems that this boss appeared 
slightly different to the final version. 


personal favourite. It first appeared in 

the Haunted Castle arcade game, and _s' 

went on to feature regularly I 
intheseries. | | 





a ‘ I ys a 2 : 
| ' PUWEYXIL ORPHIC VIPERS iat orn we | 


First seen in Super Castlevania IV. : 
Known in Japan as Death Breath Py i 
-s Head, the English name must be read s, 


Known in Japan as soutouryuu, 
aal=s=Jaliave Re (ele|] (ctu al=r-e (cle me [e-[0(e)ap 
similar bosses also appeared 





i backwards. It features a sprite-jointed “.. | in the earlier eg =, = 
' tongue, impressive transparencies ais a ae Castlevania Ill and i . ‘a, "iE 
Boku Dracula-Kun. It 1. re a a i i 
madeareturninDraculaX " = 1. | bi Ls 4 
——_ 9 on PC Engine and SNES. qa eee ||| 
| Th 
; | ia aby TF se : 
: x are . gl i 
". " I = si | - Si . f j ' 
z | =. 2 
; li -— | : = ae a0 . : Bos a a > i 
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| Fl ma | “a ae - : ss — : a ; 
: ee | — oe | 
& a fs ci 
, THE MONSTER ool a Ses i ZAPFBAT |) 
ot named as such, this iconic so ly One of the game's coolest 1 
og ~5 unmistakably based on the - osses. Although giant bats \ 
i 5 istakably based on the | i a? 6 Although giant b 


| have featured in just about 
every Castlevania game, only in 
Castlevania IV is one made out of I 

possessed treasure! 


mereature made by Dr Frankenstein, as 
featured in Mary Shelley's eponymous 
novel. A series regular. 


os 
: “hk /. 


 AKMODAN II = 


Another series veteran appearing 


SLOGRA 


A unique boss created specifically 










ae ' inmost CVgames, except this time ange" for the final section of Castlevania si aT 
| ; he's been given aname in the US ee oe | IV.and one of the toughest. ‘a 
manual, reinforcing his Ancient =f | Slogra resembles a zombified 
ws. | Egyptian heritage. “hy ilies | pterodactyl. It was later re-used ao 
is “a 1" for Symphony Of The Night and aa Ht 
= a a subsequent games. Pa + } | 
Bleed LL 
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Nn » It wouldn't be Cacti eine ' 
well cured meat hiding in the walls. rea 








P any RPG elements, similar to the 
original CV.” This also brings up overlap 
with its direct predecessor. He continues, 
mg Oa'/i|tow- me] e-t-)mrey-leal-mtarelele la mm imenvall 
had [already been released] before we 
started CVIV, | would have followed that 
direction.” The two games definitely share 
to) aalsm DIM P-Waglelele|apmaleje-le)hamealomantiiae 
last=[e(-16mc- 1c) mel e-[e [0] eM ele)-1-m-lalem- mer gal-le) 
appearance by CVIII's Sypha Belnades 
(in statue form), just before entering 
Dracula's castle. 

“Because the team was small,” 
explains Ueno, “everybody was involved 
Tam talcme(ss-1(e|ammelelaa\-me(-1-)-mer-|anl-migelan 
creative artists and others were from 
programmers’ experiments. The whip 
feature was really a big part of the 
game and it was experimented with 
clare Mmiaale)iciaalsialeciem o\'am écllelelammacMel asin 
maps on paper but | think we changed 
a lot as we iterated the game.” Yaipon, 
also known as Yaiman, was of course 
W/Tie=101n0 im d=] (ere elem elaeleie-|anlaal-1emaat= 
player's character. He left Konami along 
with others to form Treasure, later 
programming Gunstar Heroes. 

'Olelaropmantst-la\iaallispmucckom i ameat[ae [sme 
olel-t-m o)gele|e-]anlanliale Pacem i ic M-l-1.¢-1e =] elele) 
their design and his overall favourite. “| 
ors ]aniomel eM" uiialaelllel am eley-t-mlelct-l-milesiar-1ale 
idatclamc-lelelidrelar-iilme)aele)e-lnalant-lecmer-|anl= 
up with more detailed patterns as they 
implemented. We wanted to make earlier 
bosses relatively easy so that the players 
could figure out weak points and effective 
WiV(or-] ole) ar-Mu ina lelelaia-iaa"dlalemcelemaat-lahy 
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ag ‘= 7 Another unique end boss created ; a The main attraction. Having res te. | Ti i 
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i. f : i i specifically for this release that | v: said that, the Japanese ! x : TG ce he = 
' 7 c I | 5 4 ‘as. ° 
—_ = =. you fight directly before Dracula. - series name of Akumajo roe ie oe Pe 
= . 4 : | =] = : ‘. #2 J ‘| 
my my A ee ie As with Slogra, Gaibon was re- it Dracula actually places more ; Leena Saaas % a 
| iB: i ‘ ": used for Symphony Of The Night | emphasis ontheCount's Sf re LENA DAL RL SEAS 
ps | ss and subsequent games. | ‘demonic castle, than the ", ails 
_— : d =] 
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times. For some bosses and traps we 
decided to use Mode 7 first, then came up 
with ideas. | like the golem boss, simply 
because it uses Mode 7.” 





ale]acMome (=) F<) ccMacier-lcellalemunatcitatcis 
CVIV is a remake of the original, 
which is controversial since it 
contains so many revolutionary 
elements — a better example of a remake 
ViVolej(emol-W-\.40igar-|(emD)e-(e0|(-melamial-m.¢els1010)0) 
computer. But what does CVIV's director 
think? “I consider CVIV as a remake of 
the original CV to some extent.” But what 
Felolo)eh ars} | mals mal=j\"i mists q0ln-toem Lom ol-iiale mele) (= 
Com (-t-]eme)am-| ale me) sme) m-je-1] e-mia=1-] \ eae a= 
original CV is a great game, but | felt it was 
Fem e)imcolemeliaileeliar-lalement-la\ae)i-\ cl eomele) | 


frustrated,” continues Ueno. “The changes 


in the ‘stair behaviour’ was to give more 
feve]aiage) Mm com ial-me)i-\cle-m-lalemacie|lle-mial= 
frustration. The new whip system was to 
introduce some new gameplay that had 
lalejanel-1-Jam ele}-t-]/0](-me]amial-mm-lenleeleamm l= 
latclemigci-te(e]gamcomanl-1.¢-Mnal-lahvaelar-lale-t-ym olen 
we wanted to keep the game aligned with 
idalcie) die|iat-|mOn\ am 

lt wasn't always easy though, as Ueno 
tells us, “Like many other games, we had 
eM lelaremers0laeamiiaalcmm\"itcl.dialem-mer-laalome)e 
new hardware requires so much effort, so 
the crunch time lasted almost six months. 
But, we were so excited to work on the 
game. When the game was completed, as 
is always the case, | had mixed feelings. | 
was very satisfied with the fact we Tinally 
completed the game, but | also wanted 
aale)a-ma|aal-m com ele) |\-)a lem 








Ol-ialomi-w- im e)i at lalr-limme)lamalieatci-)imaalele lel ae 
| Colats]anlmasi(st-lo\s10 m= ie]ge)aalelicelar-|mule(-1e) 
licelaame-lom=t-laivaeleliiom-lale mm ial-lamizele 
ofo}na| el-]a-Mdaliom-1-]a \ancele)e-le(-m com tal-milar-]| 
Wi=16-]10] apm imowe= to] (O10 laleliare male) maaleleemele) itis 
the team managed to add. “| was not 
relic] acme) Maal iome)ge)sate)dlelamrale(-remmele imi 
seems the footage was captured from an 
ere] ahvan OlUi|(¢ puamra1e|aaliecmOlclalemmnialclamelhucls 
the YouTube link. We ask if anything was 
clanehacie mane)pamealicmeleliiomell(cmcomentsianelay 
restrictions, citing a snake-like boss which 
is different to the final Medusa. “! don't 
recall any severe memory restrictions 
back then, so | think these changes were 
made to improve gameplay.” 

CVIV is a phenomenal showcase of 
ro]aeye [eclanlanliale ms) dilmelaremetstcilelamesl(ciaie 
Reflecting on this, we asked what Ueno 


_ Everybody wasi nvolved 





Malaless: 
HIGHLIGHTS 


METAL GEAR 
SYSTEM: FAMICOM 
YEAR: 1987 
MADARA II 
(PICTURED) 

SYSTEM: SUPER 
FAMICOM 

YEAR: 1993 


LOST IN BLUE 


SYSTEM: DS 
YEAR: 2005 


in the design. Some ideas came 
from creative artists and others 


were from ogee rammers 





experiments — 


ViVeckoMe nale}s]an 0] ge)0 (0M) Mm lamelelelidiolamce 

the new gameplay, | wanted to make 
the environment more interactive and 
lively. The music and sound effects 
really contributed to make the game's 
atmosphere spooky and real. So, | am 
proud of the atmosphere we created.” 
Nalopmy'elel(eMal-Melat-[ae(-m-la\acnliale mim al= 
arclomr-mtlani=mant-leallal-taume m'uvele)(om e)ge)er-|e)\y 
add more branches to give the players 
relmsi=) aliome) mt =>.40) (0) e-)dle)ameclmelelalomlameliai=la 
Castlevania games.” 

AVA avilsMadalsmmrclalectsacom [aleltelatemele)atstomrcaaval= 
whip swinging wasn't resurrected for 
later instalments, CVIV still redefined a 
template that influenced the series for 
Wict-] e-a Ke mere) gal-Pamalele-|6) am laleolelelamci\(icl ec] 
unique enemies which featured in 
ohVanale)alelahva@lmeMal=m\\ ile] simmaliat-ler-|eleleyt 
the other 16-bit console releases on PC 
Engine and Mega Drive? “| remember | 
gave some feedback to the Mega Drive 
team, as the lead and | worked on the 
same projects before. | only had a little 










» Note how differentthe harpy sprite isin this iahStSir essa aul 
version, resembling Lemmy from Motorhead a bit. psi eel ame 
Fi ‘ 1 ; ‘ 
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» Despite swinging being one of the best things about 


(twas strangely absent in future 2D instalments. 


interaction with the PC Engine team as 
they were in a different group,” admits 
Ueno. “Both games are great, and [the] 
ma Ons =i ale |ial-wat-]e-}(e)ame)celele|alanda(-mel-|aal-mce 
the next level.” 


fam-(e(e/id(elamcomitmel yam lial-t-le[- Pm Onanys 

influenced other developers, such 

as C-Lab with Rusty for PC-98 and 
| DOS computers. In this case it was 
Fel (an lersi mrs meliaslevmere)e "am alejalaece)\ivamcemint= 
whip swinging. “No, | am not aware of this 
game," declares Ueno. What's interesting 
about Rusty is that it was released in 
July 1993, predating Dracula X on PCE by 
over three months. Rusty also featured 
a screen-filling ‘item crush’ attack, which 
first appeared in an official Castlevania 
game with Dracula X. According to a 
detailed analysis on VGMuseum there 
elacmes]olel0) am omaats}(e)m@ciianlitclaidistcm i aidam cals: 
later released Dracula X, implying that the 
Tavilersyacersmi'csale eleleam ce ace 

Tam dalsmadctclecmie)i(e)uaiare mOntaht am Ol-lale 
eventually moved to Konami's US branch, 
lalet-lellalemelemer-lantsi-Mll.¢om mee) (sim Oh c18 411 
for PSone. Looking over the list provided, 
Ueno has worked on more than 60 games 
over the last 25 years, including as a 
producer on Lost In Blue, the Frogger 
series, TMNT and various Sims games 
while at EA. He’s an unsung hero in an 
Tate lOrsjam’acate|@pich’celelecm-|alelan zealiarZ 
Before parting company, we asked if he 

knew why Contra Ill was ported to GBA 
‘ole lau area OatahYemr-l ale Mi male Mre)ile)it/-(e mani: 
release of CVIV on the Virtual Console. 
“| was not a part of porting discussions 
so | don't know,” says Ueno regrettably. 
“| do have CVIV on my Wii though!” 
F{Vavomtsiitament-jem(e)iamallaam@(amdalcm D)le-leice) ae 
Commentary section as he talks us 
through the various stages... 











Special thanks to Castlevania expert Kurt 
Kalata for his help with this feature. 










» Austy may have copied CV/V when released in 
© 1993, but did Rusty influence Dracula X? Google the 
® names and VGMuseum for an analysis! 
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ENEMY HITT ME 55. STAGE 5 
erect STAGE 4 A 
—— This is a short stage and there's no boss at the end. 
This series of stages nicely Also, the timer has been reduced, because we wanted to 
shows how powerful increase the feeling of rushing forward as players finally 
the new hardware was: entered Dracula's castle. Now it really begins! 


— 


boss transparencies and 
jointed sprites, plus Mode 
7 for the rotating room, 
spinning bridge, and final 
golem boss. | think it 
shows Super Castlevania 
at its best. 







STAGE 3 
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Although there are no 
branching paths in Super 
Castlevania, we tried to 
make every stage different. 
There are four sections in 
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this stage: you start outside, | oe of 
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waterfall and finally, enter + 1 


the moat area. 
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STAGE 1 
Some names were changed 
during translation into 
English. In the Japanese 
original, the flying horse 
heads were called ‘Uma no 
Namakubi’, loosely meaning 
‘freshly severed horse head’. 
In the English release it was 
changed to Mr Hed. 
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STAGE 7 





To keep players interested we continued to add new things 
to later stages. Here you will encounter the moving book 
platforms, and also two unique regular enemies: a giant 

centipéde and a carpet monster that pushes you into spikes. 










STAGE 8 
ae — 

I've been told players ask 
about the blood changing 
from red to green. | worked 
on both Japanese and English 
versions, so yes, | am aware 
of the changes. It's not serious 
— we were simply asked to 
change the colour palette. 








I 

LF 

is 

Always keep an eye out for i 

any whip hooks high up. I] 

There's one area where you 1 

need to swing across to reach i 

some power-ups. If you fall, L, 

: you ll notice we placead the Hy 
i hooks slightly too high to at 

= reach from the ground. 
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STAGE 10B 
SS 
| don't think many players discovered this at 
the time, but there's a secret area just before 
the final staircase to Dracula. Today with the 
internet, | think players have found all the 
secrets we added — or have you? 
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» PUBLISHER: SEGA 

» DEVELOPER: SEGA AM7 
» RELEASED: 1791 

» SYSTEM: VARIOUS 

» GENRE: BEAT-EM-UP 









» Playing with a friend adds a 
second boss to the end of each 
stage. Just to keep things a little 
more challenging. 












Fe Ome Ehix 


eM leeMmcemi title |iiicmerlet:\\amelune 
during the Eighties and Nineties, 
scrolling beat-‘em-ups reigned 
supreme — particularly in arcades. 
Ever since Yoshihisa Kishimoto had 
perfected the formula with Renegade 
F]alemtalsmci0] 0-190 Ble)0)6)/-m B)e-[e[0) 9 
every other developer was eager 
to replicate the success, and many 
riureersiste (sce mNviivamialclimeli iam elarer 
Ul alaliace mae: laleialeicioe 

Although Sega created several 
elaltslatelialiaye mo)acejmecmelOlalale malcom ilaals ie 
Altered Beast, Golden Axe and Alien 
Storm — it was Capcom that truly 
ruled the genre, thanks to massively 
popular hits like Dynasty Wars, 
Captain Commando and Final Fight. 
a ialem=>.40)(e)itcwe)m isle [el-] eu exelel’ar-lale 
Guy as they cleaned up the streets of 
Visi egom Oti avail laal-lemlalcom-me)iemante)al-\\7 
spinner for Capcom, and Final Fight 
Mi"cchomcrele lam iieclarcicre mem alelanis/celeromale)antc) 
computers, from the ZX Spectrum to 
Oe)anlantele(e)¢-eom lols oli@-~vaallet-mmhiialecialel® 
quickly realised the popularity of 
Capcom's game, and locked it in as an 
early exclusive for its Super Nintendo. 

Even though it lacked the 
cooperative play of the arcade 
rela leliarcim-lalemicceMmanlciialem-clam-nlene 
level (the Industrial Area in case 
elem acm (e)alelcialale | Pml@siilimelael cre 
Co ole m-Malele(-Mo10 (eei-t--m (elm ial cs)ale le) 
Fe] alemOr-| elece] annem ie asl leam-romdal-1 male) 
exclusive sequels were released on 
the console. Sega in the meantime 
was relegated to the sidelines, forced 
to look helplessly on while one of the 
arcade’s most popular games was 
playing on its rival's console. History 
would reveal that an arguably better 
'ele)ame)migicmole)el0|t-|ael-t-jen-)nsmiele 
would eventually appear on Sega’‘s 
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very own Mega-CD, but that debut 
was still years off and Sega couldn't 
predict the future. It needed a game 
idatejmrs'elel(oMel-y-1M@\llaltciale(ok-mele)elelr-|g 
exclusive and it needed it now. 

The answer of course was to 
Tinale)h a patcl.comlecme) i amel-lanicmtat-lael(e 
Avis] avatallale Mm /erclmmie/elmellem-ialemanelics 
Biatsa-larsiu'c)mersleniomiameniomie)aneme)i 
Streets Of Rage, which debuted on 
sega’s Mega Drive in August 1991, 
some nine months after Final Fight's 
successful SNES release. Retro 
Gamer was fortunate enough to 
speak with Atsushi Seimiya about his 
ViVe]g @e]amcal-miere)al(em-iece)iiale mel-toloe 10a 
up. Currently he’s the manager of 
PNW ato:d Diem elejae lel aiaremialsmeget-lie)ane)i 
Streets Of Rage (or Bare Knuckle as 
it was known in Japan) he worked as 
an artist. The first question we asked 
was whether Streets Of Rage was 
always planned as Sega’s answer to 
the popular SNES exclusive. “| cannot 
deny that it was not,” is his honest 
reply. “Actually we bought a machine 
and studied it a lot as a team.” 

The team’s close scrutiny of 
Capcom's game paid off. While it’s 
ae) m@e [Ol] coi- toe) (0) @retom Or-| olerelaakome) ele |lare) 
arcade release, it easily offered Ie 
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STREETS OF RAGE 






















POWER-UP! 


Take on the gangs with 
these handy items 


BOTTLE 


@ You ll only get a few hits 
with this weapon so try to 
use It sparingly. 


APPLE 
@ Jake a bite out of this 
apple and receive a quarter 
of your energy bar back. 


PEPPER SHAKER 


@ Chuck it at an enemy then 
rip him apart while he's 
having a sneezing fit. 





@ It's tough on the streets, 
so pick this up in order to net 
yourself a handy extra life. 


es LEAD PIPE 
SS @ Has the best reach by far 
“a in the game, but is quite slow 


“a and clunky to use. 


“we 


CASH BAG 


m [hugs just leave their 
money lying around, so pick 
it up for a quick 1,000 points. 


KNIFE 


m mA fast weapon that deals 









me Nigh damage, it can also be 
hurled at enemies. 













ie (cee Bal 
fa = 
— i t 

BEEF rere 
@ This handy slab of meat 


replenishes your entire 
energy bar. 





BASEBALLBAT | "5 


@ While it doesn't have the _ 
a” insane reach of the lead pipe, 


*y, it's a lot quicker. a 


SPECIAL 


m Want some extraattack == 
power? Then summon an 
extra police car with this. 


GOLD BARS 


@ Suitably rare, which is 
hardly surprising as they 
reward you with a hefty 
3,000 points. 
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Naish) 
HIGHLIGHTS 


PHANTASY STAR 
SYSTEM: MASTER SYSTEM 
YEAR: 1987 








SAKURA TAISEN 
SYSTEM: SATURN 
YEAR: 1996 
= NIGHTSHADE cricturep) 
SYSTEM: PLAYSTATION 2 
u YEAR: 2003 
» Each player has a unique special 
3 weapon attack. This one is by far 
the coolest. 
= 
» Streets Of Rage has an industrial 
: stage. Take that SNES Final Fight 
a fans, you had to go without, 
= plenty of benefits over the SNES ex-police, and have sworn to bring =ydol-lalelciemriiiameal-m-le(ellile)ame)m(e)".-)\ And then there were the bosses, 
fle) mem anless)m@ale)ts|e)\m tale mrclmtarelmlele Mr X to justice. stretches of beach, an exhilarating a weird selection of mayors that 
: could play with a friend, boosting the aa ale(omearemcelne)|(iaremelst-lex>]ea te) ems glare (sre Minelaamerte\ ura sui=)(ellare maatlalteles 
; enjoyment of the game. Sega’s game e were keen to know complete without one) and the final to wrestlers that looked like the 
eliteytit1e Ye Lem (ome alelel-1-mise)aamtal esis the involvement that Fe] g010(@ 10 (om ins) @taleele(e|am-mee)sa(ee) am tare! Ultimate Warrior's lost brother. Other 
: brawlers who had all been slighted Seimiya had during the leads to Mr X's penthouse, which memorable bosses were a giant fire- 
- by nemesis Mr X, who controlled the game's production. “As effectively doubles as a boss rush for breathing fat man, and Mona and Lisa, 
city and even its police force. Like an artist, | worked on a wide range, all the previous bosses. Unsurprisingly | two female adversaries who were 
. Final Fight each character is unique, from the player character, terrain, and there was little originality to Streets Of — effectively more powerful palette 
= each with their own strengths and the Boss, etc,” he explains. “It was Rage's look with Seimiya admitting swaps of Blaze Fielding. Seimiya 
weaknesses. Adam Hunter is clearly my first time working on the player that Sega was simply delivering what (ole lareMalinatcisiimrieadiale mela mele)tameals 
= based on Haggar, being a slower, but ol aT |= [e1 (<1 eee Mal-[om(emecomialcelelelanr- it believed the public wanted. “Final enemies and the bosses, a task he 
= heavier-hitting character, ableto make — bunch of re-takes.” It may have been Fight, Double Dragon... many arcade found quite rewarding. “The design 
fanliaces)aalstcl@e)me|nele) elma =jl-r4-M alsilellale Wess] e)taamelmilacmie)mtal=M\zelelnlem-lacce games back then were using the team would give me a request with 
- ola talsme) tats) at-|acem e)ic\\comaale)aoMlL.<e ole) m@iniomeolalcit-|alm@ acre (sry(elalcmecia tell alhy realistic game settings, and | think it 1talom orcle.celnelelalem-)(e)atme)miaismeal-le- (else 
- ‘CTU Am ol-)ialemrcime (ei(e.¢-) male] amal mae) paid off. Like Final Fight, Streets Of was simply a trend,” admits Seimiya. dot size, and reference materials for 


atel(=meelelaltcigey-|ae-pm ol0| m0) at-le)(-mcem ta) <o 
heavy hits. The last character is Axel 
Blaze, the everyman of the group who 
has Cody’s all-round abilities but is 
hampered by a slightly weaker jump 
than his two companions. All three are 


» There are a variety of weapons in the game. Use them 
wisely as they have limited uses. 


= ee eee 


ty toe 
: MA HH > [ 
ys 


1 BOSS RUSH 








Rage has an interesting mix of gritty 
urban environments and cartoon-like 
characters. Many of the levels are 
quite similar to Capcom's game, with 
locations based on downtown streets 
and industrial areas. The variety is 






» The music on this stage is incredible, It’s a pity you 
can't hear it. It's really good. Honest! 












a ANTONIO 
@ Boss number one is pretty straightforward. Dodge the arc of his 


giant boomerang and move in for a flurry of punches of throws. Just 
be wary of his powerful kick that has quite an impressive reach. 





SOUTHERN 


@ We hate this guy. His claws take huge 


amounts of energy off you and he's fast. Your i 
best bet is to try and sneak up to him and 
deliver groin kicks. Dont jump near him. 


lt may have looked very similar to 
some of the more popular brawlers 
of the time, but Sega’s game still 
gatelar-\e(=1e mcom=je-[al0M-|el-]am@tat-lal <mce) 
its varied locations, interesting level 
design and challenging bosses. 
It also boasted a menagerie of 
Taltciast=iel ale m=) alciaallcrcmel Alem elesctciotom tare] i 
came in a variety of shapes and sizes. 
Tamclelelidcelamcominl= Mercier] Bcyags>)mtalelelsy 
there were guys who looked like 
rejects from Teenage Mutant Ninja 
Turtles, dominatrixes with vicious 
Wi"ial] ssymele-vatelal-lie-iem eltclalecmieleleriiale 
axes and flaming torches and well- 
dressed martial artists. 


ABADEDE 





actions,’ he recalls. “| created the 
characters based on those kind of 
aat=\(ciats|cMm Ie ecl-mear-]| (sale llalemcomere)aal- 
Wl emi tamare\ ime: lallante)(smeiat-|e-[e1(s) 6 
with a limited number of dot images.” 
While we were discussing the 
various bosses of the game an 
alts acts) el ave pm e)iz\eome)miaice)anar-iile)amer-laat= 
up. While Seimiya was reluctant to 
SAT Ao Malm Ch VOlUlaltsmelasteli(elamiiame lop 
lalcmel(emas\"4:1-]Meal-mielle\i dine msleleleim dal: 
rather unimpressive pair of bosses 
ifolel ale me) am (-\\/-]mommu mele male) M@acieal-laalel-16 
all the details, but there was a special 
leles=t-u (0) mr-it-1¢[-moM | al-j(ct-(eme)m\/(e)are 
and Lisa,” he recalls. Maybe one day 





@ He may look like the Ultimate 
Warrior, but there's nothing 
ultimate about this easy boss. 
While his punch is extremely 
powerful you can see easily 






see it coming. Simply sidestep 


him and unload your fury until 
his knees buckle. 
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we'll find out what that boss was 
supposed to look like, but it at least 
explains why the two female fighters 
Fle<cromialomiaat-leilarcidlelamieleiaremyiiialie 
the rest of the boss gallery. 


though Streets Of Rage's 
bosses were tough, the 
three main characters were 
nale)a-mtat-]am-ve [6|]0]@]-10 Ce 
deal with them. All three had access 
come mi lelem’Me)m 4(e1<cm-lale mele laveatstom-lale 
were also able to pull off flying kicks 
and use handy back attacks. Nothing 
neyVe) (Un e)at-|avaee)anlel-lecremcom are] Maral 
rove) aalsMel=1(0)e-M) Om O10) Mia(-mee)alige)iomuisla= 
tight and responsive, meaning you 
IE NEM ici MAmee)alice)Melmin(smilelaliialep 
AValitem=valslaalicmeele|(emele-iom-lalemtalceyyy 
you, you were far from defenceless, 
being able to land on your feet with a 
ViV(cll eid ipal-cemelgct-t-Melmigl-Melaglemele lace) a 
and even attack enemies while you 
VViclacM elelialemal-)(emm (ole meele| (em =\\/-1gm(-t-lan 












up with your fellow fighter to — 
pull off trickier moves, while 
pressing Asummoned a 

ole) |(e-merz]|mtatcl@ileciem-Mcele.<-imial-la. di (218 
off most enemies. Sadly, Seimiya 
didn't have much involvement with 
dglsmilelaltiace Mm aalsie arelallespeci inal e)ivmccyiilare 
us: “| was pleased with the tag-moves 
which rewarded users to co-op with 

a friend.” 

ANale)inic] asl] 0]-1e/@e)mcal-Mel-lanlom tarsi 
Seimiya was a fan of was Streets Of 
Rage’s scintillating soundtrack. While 
many will argue that the best tunes 
El ecm(elelalemlamealsm-iciee)a[emert-|an [mala 
311 laa) elel-s-}]e)(smcome)t-\amialsmelale liar] 
WiVLealelUlan i aelrcieliare melanc-|e)e)iaremizelels 
foot to the techno-intused tunes, 

ISM UnlsiYA ols) micvelthvamere)anlelicipalsialmanl=) 
frantic on-screen battles. “[The 
music] was very important, and 
thus we used Yuzo Koshiro for the 
score,” admits Seimiya, “as we did 
for the last game.” The game he’s 
talking about is The Revenge Of 
Shinobi, a rather superb sequel that 
married the arcade shenanigans 

of the original game to Koshiro’s 
eclectic and bombastic score. There 
were additional connections to The 
Revenge Of Shinobi, as Streets Of 
nfzl@[-M-me |i asreice) me) ah'es>/ 81m @)al el matele| 
overseen Shinobi as well. 

In fact Seimiya feels that Ohba’s 
directorial style is what led to Streets 
O) Matele[-k-mUlalersier-|manleliale)(smelaleliare (sy 
elal=melmu al eame|\icmeleminl-me)elicels 
of teaming up with Mr X instead 
of trying to defeat him, telling us: 

“| guess it was his style to add a 

bit of spice to the script.” We also 
discovered that Streets Of Rage was 
basically complete from a gameplay 


© 6 Many arcade games back then 


were realistic, and | think it was 
simply a trend ° © 


Atsusni Seimiya 


BIG BEN 


@ A really frustrating boss, mainly 
because of the huge gout of flame 
he breathes, which is difficult to 
avoid. Be as quick as you can, get 
in close and hit hard. Do not try and 


throw him though as he'll crash and 


damage you. 


Keeping on the move and using your back attack is your best 
chance of success. Alternatively grab them and keep hold of 





perspective. The finished release 
is exactly what Sega planned to 
make. “There were lot of assets 
that did not end up in the final game,” 


admits Seimiya, “but features were all 


ole} @iamtalsmilar-|mer- lanl 

Streets Of Rage's release saw 
hercsver=)hYdlare Mera idiers] melee) -lianmice)en 
rele laatelltsiecwrelale mo] ne) ale Becte|(otoem [ts 
success on Sega’s 16-bit console 
saw a cut-down version appear on 
the Game Gear in 1992 that lacked 
PXotclaairelowe @)f-\'c-18)(smeial-le-lei(c) arelale mre 
PAL-only Master System release in 
ihe}Secat-|me|ge)e)el-emigi-meene)eme)!-\"an' Alc) 
were keen to know if Seimiya had any 
involvement with these inferior ports, 
only to be told: “No, | did not take 
eye] aq lam Ualescicm ©) ce)(=\e1 tween MalsMe)alellarel 
A Vileyer=m BJahV-mv/=1e-1(e am al- (cm ele)e)el-e m0 le) 
in various guises since, with one of 
the most impressive being M2’s 3DS 
version, which creates a 3D playing 
el acte mie) malo merclanlomerele(eliale me m-ver-|(- eli 
fo [=)0)tg mom e)gele-i-10/|aletoe 

While Streets Of Rage was a big 
success for Sega, it was the sequel, 
released in 1992 that really made 
gamers take notice of the franchise. 
Everything about it was bigger and 
better, from its incredible music 


Oe SCAT FRE oOSS 
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? 1 MONA & LISA 


m@ These two beauties are incredibly frustrating to battle. 


them for as long as possible, or use flying kicks. 


STREETS OF RAGE 


» A nice touch to this stage is the constant 
bobbing of the ship youre on. 
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compositions — again by Yuzo Koshiro 
—to its beefier sprites and larger 
range of combat moves. In fact, many 
still regard it as the pinnacle of the 
genre. Seimiya worked on the sequel 
as a background artist. He was also 
involved with 1994's Street Of Rage 

3, infamous for its boxing kangaroo 
Flare mialsml-lae(-ielanelelalme)meatclale(-tomaarelt 
were made between the Western and 
Eastern versions of the game. There 
was even a comic series, but again, 
Seimiya had nothing to do with it. 

Ni davolele|amelcieleel-ieme\valtcm-i0 | el-)alels 
sequel, Streets Of Rage remains 
Elamcialcime-lialialeme)eshuuiciar-laem-la 
important release in Sega’s 16-bit 
battle against Nintendo. It's a pity 
iip(clamiar-|Mmcal-Mele(o Me) olel-1t-B-l-)[0(-Mel-ter-) 
has done very little with the franchise 
since its 16-bit glory days. ¥€ 
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of you agrees to join Mr X in two- 
player mode. 
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@ A suitably tough boss for - mar af 


the finale due to his quick 
rushes and the insane reach 
of his machine gun — that's 
right, he has a bloody big 
machine gun. Keep on him, hit 
hard and fast and keep an eye 
out for his numerous, hard- 
hitting minions. 
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Refreshing a series for a new generation is tough, 
especially when it's a Zelda title. Nick Thorpe speaks 
to Takashi Tezuka and Kensuke Tanabe about the 
hard work that went into this action-RPG classic... 









































hen you look back at the history 
of the series, The Legend Of 
Zelda occupies a funny space in 
Nintendo's planning processes. 





lf a Zelda game arrives in time for a console launch, 


it's because the game was heavily delayed on 

the previous generation of hardware. Yet Zelda is 
never overlooked when a new Nintendo console 
is being planned — in fact, it's often one of the very 
first things considered for a new machine. Our 
first look at The Legend Of Zelda: The Wind Waker 
came before the GameCube had hit the shelves, 
but the game launched over a year into the life of 
the machine. A demo of what would eventually 
become The Legend Of Zelda: The Ocarina Of Time 
was shown to attendees of Nintendo’s Shoshinkai 
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1995 expo, but the game didn’t materialise until 
1998. But the game that started this tradition was 
The Legend Of Zelda: A Link To The Past, the game 
that marked Link's move off of 8-bit platforms. 

In planning the launch of the 16-bit SNES 
platform, Nintendo identified two basic software 
needs: new properties that could demonstrate the 
power of the new hardware, and more of what had 
made the NES successful. For the former category, 
Nintendo chose racing and flight games that would 
be impossible to achieve on rival consoles, and 
delivered a one-two punch of F-Zero and Pilotwings 
in November and December 1990. For the latter, 
Nintendo chose to immediately develop follow-ups 
to its most popular NES properties — the Super 
Mario Bros. and The Legend Of Zelda series. 


HTRULE'S 
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THE LEGEND OF ZELDA: A LINK TO THE PAST 
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However, creating a new Zelda was a bit a . e * 
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other, overlapping worlds,” he explains. “In the 


more difficult than creating another Mario fk x! end, we decided it would be best for us, the 
game — Mario games were all very similar, "s ie . developers, as well as for players to have this as 
but The Legend Of Zelda and Zelda II: Link's ae two worlds; one light, one dark. We felt the best 


Adventure were very different games. This left 

the Nintendo EAD team with some big decisions 

to make regarding its approach to the new game. “In 
Zelda Il: The Adventure Of Link, we wanted to include 
sword combat with a variety of different moves into 
the gameplay, and so decided the project would use 

a side-scrolling view that made use of our experience 
from Super Mario games,” explains Takashi Tezuka, a 
veteran Nintendo developer who served as director for 
both The Legend Of Zelda and The Legend Of Zelda: A 
Link To The Past. “VWWe made two Zelda games for the 
NES, both making the most of that hardware. But then 
with the next Ze/da for the SNES, we were able to add 
even more new things to the gameplay.” 

The final decision on which structure to use was 

driven by the concept of the game, according to 

Tezuka. “VVhen we were starting the project, we 
experimented to see if it was possible to include a 
Balelidcae)demoi(aulei0|com)alcomial=-mer-aa[-mn@ 0 me) clam iycomiarle 
events in the hub world would have an effect on the 


way to represent this overlap of light and dark, 
and to represent the changes between them, was 
to use the same slanted top-down view used in the 
original The Legend Of Zelda game.” 


om f-|k= 00) m= ee )an|e)-|a\mleme i-e-|(emial- maar] (e)F 
changes made to a sequel, but it would prove to 
be a wise decision. Quite apart from the fact that 
Zelda || has become known as one of the weaker 
games in the series as time has passed, there was stil 
a lot that Nintendo could change and improve in going 
back to the old top-down format. Even very basic 
things were overhauled, such as the way Link moved 
around the environment — for the first time, he was 
able to move diagonally as well as in the four cardinal 
directions. Rather than using a simple thrust, Link 
would actually swing his sword in a more realistic arc. 
According to a 1992 Famitsu interview with Shigeru 
Miyamoto, this combination of new features actually 
gave way to another new feature. With the addition of 
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The only port of Link’s 1 ,-[ i t ac iver tur =a 
received some major upgrades... 
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gare (oMigi-mere Ss Teel sor ihe worse, and fae was 
once again s saddl ed with the ability to move in eight 
olircveitelace olUimrcte- only four. Undeterred, the team 
found a way to add a multi-directional attack | in the 
form of a spin attack, activated by holding the sword 
sutton down for a couple of Secor ds. This elegant 
solution would go on to feature in many subsequent 
Zelda alee and become a staple of the series. 

Other changes to the use of weaponry ciale items 
were constierad irelemm-leee)(e|ae mie mane “At the start 
of development, we wanted players to be able to freely 
choose which weapons to hold, not just the sword and 
shield,” explains the game director. “We also though 

ing these weapons combine, say for example, 
30M" & Arrows set to the A pen — a 





































fie Le. press botr onape buttons), Link would shoot an nao 





with a | bomb attached “ This would have revolutionise 
a's combat system, but ultimately didn't come to 

) sills it Hae sound familiar to fans of the 

lidn t use this In ? i To bas 








7 @ This item can pull Link across 
-off items too. Kw dangerous gaps, or grab baddies. 
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the sunlight in the forest that I'm 


| MAGIC HAMMER 
@ This versatile tool and weapon is 
r useful against frozen enemies. 













MAGIC MIRROR 


@ An important item, as it’s Link’s path 
between the Light and Dark Worlds 















new possibilities for the Nintendo development 
“The new hardware allowec eh: 
been able to until that point. I'd only been ane 

four-colour pixel images up until then, so even simply 

sasing the number of colours available tc 

to 16 or 256 colours, as well as being able to use high- 















quality sounds, was really exciting for me,” explains 





Tezuka. “Figuring out how best to effectively reflect 
are into a game is always a 
do's game dese face, and 
not limited to this game,” notes Kensuke Tanabe, the 
criptwriter for A Link To The Past “For me, who'd 











studied visuals at university, le g able to use two 


‘animation cells’ and having the possibility to scroll 
them separately was a huge deal.” 








- he technique that Tanabe refers to above 
is that of using multiple background layers. 
On the NES, it was only possible to draw 
a single layer of background graphics and 

hics. With the SNES, 















slopers had the luxury of multiple background 
. For example, in A Link To The Past one layer 
={=10 Ke) displ ay the stage layout and a second layer 
eserved for special effects. A third layer is used 
to dsoly the HUD, which never moves. “Using it 
wed us to create the raining scene at the very star 
of the adventure, as well as show sunlight filtering 
down through the leaves in the forest,” Tanabe 
recalls of the special effects layer. “It’s the effect of 
articularly fond of. 
I'm also really pleased that we were able to display 
we lee a cj is on by using two 
cells”. This was actually a 



































s) MAGIC POWDER 
@ This can transform enemies into 
weak or even helpful creatures! 

> 





FLUTE 
§ This ocarina-shaped object can 
fr summon a bird for fast travel. 


64Shigeru Miyamoto 
requested that Link 
always have the sword 
equipped JJ 


Takashi Tezuka 


suggestion from the engineering team.” 

Despite the new possibilities, technical issues 

were rare. “Our game designers had a pretty good 
[el=r-Me)msar-]qeol0|(oMel-Me(elal-melamial=mal-|1e\'s-|fom @)-[e1.4 
then, so | don't believe we had any unexpected 
implementations, Tezuka confirms, though he does 
note one important exception. “Having said that, 
though, we had a long battle with the memory size, 
and | remember very clearly that the engineering team 
worked extremely hard to optimise it.” Prior to The 
Legend Of Zelda: A Link To The Past, all of Nintendo's 
first-party SNES games had used a minimal ROM 
size of just four megabits. Not only did the new Zelda 
require eight megabits of storage, it was pushing 

dare] llanliewWs)/aa)e)(sme|e-]0)e)(ers|mee)pn)e)c=ti (ela mcele li als 
Wiv-hme) cele] me)" =m ire)eamell emi i- remo temonee) a) e-i 
this, which saved space by limiting many graphical 
tiles to eight colours, rather than the standard 16 that 
the SNES Is capable of. VVith data duplication cut to 
an absolute minimum, the game was able to Tit into 
the ROM allocated. Even then, translating the game 
trom Japanese once again challenged this limit. In his 
1992 Famitsu interview, Miyamoto explained that the 
original plan was to use a higher capacity cartriage 
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» The dastardly wizard Agahnim has got Zelda, and now he's 
zapping her into the Dark World! 


1) FIRE ROD 
m@ Use this to send a burning blast in 
the direction of your foes. 
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for the translated game, and use what extra space 
remained afterwards to make some improvements to 
the VVestern releases. However, further compression 
rendered increased capacity unnecessary. 

The 16-bit versions of both Mario and Zelda had 
entered development at the same time, but while 
Mario stuck to its planned trajectory and made it out 
for the November 1990 launch of the console, Zelda's 
planned arrival in March was going to be impossible. 
In fact, by the time that eager gamers in Japan were 
trying out the new Super Famicom for the first time, 
IN ia}tciale (oe art DY 7-\omela) Vale cia eelalile|-inim@e)mial=mel-|pal= 
system it had settled upon! The next step was to add 
the additional staff to complete the work by adding 
in enemies, a scenario and more. In an interview 
fe)mutg(oMe)ailel-|meie/el- mi -l/em Ayesene|el(e\- meee) alin 
Japan, Miyamoto estimated that the game would 
be completed by Children’s Day (May 5th) in 1991 in 
anticipation of a summer release, but this turned out to 
be an underestimation. According to Miyamoto’s 1992 
Famitsu interview, implementing these final features 
ifele).@r-|e [00 )a=)(0|a)aaale)a)talpmelUicialiale Magiome|-|ga-mer-|01, 
further from summer to winter. 








f there's any reason that A Link To The Past took 

longer than expected, it might well be because 

fo]m ale) uvmaale eam-)4(-iait(e]amr- om e'-](em(emtalome) (elt 

of the game. Right from the start, it was clear 
that it would be told in more detail and with greater 
dramatic flair than the NES Zelda games were capable 
of, and that item acquisition would be closely tied to 
story progression. A clear example of this comes in 
the game's opening sequence — by contrast to the 
earlier games, the SNES game offered a far more 
structured introduction to Link’s quest. “In A Link To 
The Past the game starts with a dark, rainy scene, 
with Link being just a regular village boy who, in the 
same situation as the player, doesn't really know 
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) BOMBOS MEDALLION 
| @ Hit everything on screen with fire 

magic, at great magical cost. 
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|) BOTTLE 

@ These handy containers can hald 

P potions, fairies and even bees, 
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» The moment when Link gains the Master Sword is a pivotal and | 
iconic scene in the game. 


what's going on, but just follows Princess Zelda's 
voice and works to save her. However, in doing this he 
somehow ends up becoming an outlaw. We wanted 
players to start feeling excited and wonder what will 
happen next,” explains Tezuka. It's a dramatic opening, 
but finding and rescuing the princess so early on 
definitely surprised some players, who felt that the 
game was going to end quite suddenly. “VVe didn't 
intend to make players feel like the game was going 
to end there,” admits Tezuka, who always saw Link's 
ascension to heroism in a rather different way. 

The previous games had just dropped the player into 
the world and allowed them to get on with it, but this 
would not be an approach that would be repeated in 
A Link To The Past. “We didn't have Link start out as 
a sword-wielding hero right from the start, because 
we had already decided at the beginning of the project 
that we wanted him to awaken as a hero when he 
pulls out the Master Sword,” explains Tezuka. “VVe did 
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ARMOS KNIGHTS 
m@ |hese six Knights attack in 
a regimented formation, no 

where 


matter they're pushed 


= =e ees LARA — = es as 
In Compal. WRAeN iney attack in 


a full row, make sure to slov 
= | ee oe ;. — . - 
one knight down with arrows to 


break the line, 


LANMOLAS 


@ It's hard to predict the 

movements of this trio of 

burrowing sandworm-tke 
enemies. [heir heads are their 


weak points — the sworc 


effective, but try arrows or the 


ice rod if you need distance, 


MOLDORM 


@ This nasty piece of work like 
to push you off the stage onto 
the floor below, which resets 
the battle completely. Try your 
hardest to avoid being hit as 
you swing your swo 


which 115 Its Weakness. 


rd at tts tail, 


AGAHNIM 


@ [he wizard benind /eld 


kidnap looks unthreatening, 
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return service! 
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HELMASAUR KING 
@ Thisfie 


-tempered individual 
ysl proclaimed 

heroes a warm welcome with 
his hot oreath. iol him off, 
first smash his mask with the 
hammer and then nit him wit 
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THE LEGEND OF ZELDA: A LINK TO THE PAST: 
A 





= aad 
66 Our main aim was é 
to show the birth of a ERROR 
a. | g “ =—= 
hero In a scene adiate Zelda games would continue to appear on the eared behind one of - gaming’s 5 mc nost , 
| | Game Boy platforms, including the excellent : = Sa aerale | 
of *= | r£-\(0- [game] rb, Link's Awakening, Oracle Of Ages And Oracle ag oS , | | 








Takashi Tezuka Of Seasons and The Minish Cap, there was Back in the early Nineties, we can’t 2 many 
never another 2D Zelda game to get the big budget American kids turning down the chance to get their 
treatment that A Link To The Past received. name featured in a NES game. pablo 
But that’s not to say that A Link To The Past hasn't contest ran in Nintendo Power during | : 

added treats rather than annoying extras.” A review In had a lasting influence, not by a long shot. Elements the winner to win just that prize. The ever vent ) 
Mean Machines scored the game 95% and declared from the game including the spin attack, the Hookshot il ih 

it “simply the greatest exploration/adventure game and the Master Sword have become series regulars, 

available for a console,” while Super Play Gold's 93% and that dual-world concept has been revisited very 


review noted that “you're unlikely to want to switch the frequently — just look at young Link and adult Link 
game off”. The game sold a massive 4.61 million copies — in Ocanna Of Time, or human Link and wolf Link in 
on the SNES, and ultimately spawned both a successful = Twilight Princess. The third Zelda game Is as tightly 












































rerelease on the Game Boy Advance as well as a woven into the legacy of the series as any of the other 
successor for the Nintendo 3DS, The Legend Of Zelda: major entries. 
A Link Between VVorids. Ultimately, The Legend Of Zelda: A Link To The 
Past is one of those extremely rare games that not 
espite the excellent quality of The Legend only achieved critical and commercial success at the 
Of Zelda: A Link To The Past, it would time of its release, but has stood the test of time and 
ultimately prove to be the end of the line for continues to attract new fans today. How does the _ 
the Zelda series as players had known it, team feel about this sustained success? “Vere truly [ 
as the series was about to undergo a radical change. thankful, and consider it a great privilege,” Tezuka says, : yoy ee — ire — 
The next mainline sequel was The Legend Of Zelda: but he’s careful not to rest on his laurels. “At the same Be ree we SOOO 
The Ocarina Of Time, which transformed the series time, it also drives us to create new games that will F 
with open 3D spaces and more. While smaller 2D surpass this acclaim.” orig NIG aot ta rare 
said I) pa ae eee — I pa oes satya e 
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» Soldiers take pig form in the Dark World, and you won't see any » Climbing the mountain to Hera Tower is dangerous, thanks to a 
ae other humans, constant rain of rocks. 
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4OLDSTARE ® VITREOUS 
Ther s a sy atmosphere _||_ mi The slime that this gaggle ® Three heads are deadlier 


in this boss fight, and Link will of eyeballs lives in is both than one, as far as this boss is 
slide around easily. Melt its icy disgusting and deadly to touch! || concerned. Stun the red head 
| shield with a fire attack (the Slice down each smaller eyeball || with the Ice Rod and the blue 
|| Bombos Medallion works well), || as it launches itself at you, head with the Fire Rod before 
before finishing it with the sword || before taking out the biggest | attacking, then finish Trinexx off 
| or Fire Rod. one from afar with the bow. by hitting the glowing orb, 



















THE BORLG 


Here's a look at the key locations 
Link will visit as he becomes a 
hero in the Light World... 
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LOST WOODS 

@ This is where you ll find the Master Sword, truly 
awakening Link as a hero. But you'll need three 

pendants to claim It... 
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HYRULE CASTLE 


@ This is where Princess Zelda is being held at the 





beginning of the game, and where you'll later fight 
Agahnim. The boomerang can be found here, too. 


a 





KAKARIKO VILLAGE 


@ Most of the residents of the town here are 
terrified of Link, and some will Summon guards to 
attack him. You can grab a bug-catching net here 


8 


DESERT PALACE 


@ The power glove here is key to lifting heavy 





rocks, which you ll need to do to claim the 
second pendant. 
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HERA TOWER 


m@ Atop the mountain, this fortress guards the final 
pendant you'll need to obtain the Master Sword 
You ll need the Moon Pearl located here, too. 
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LINK’S HOUSE 


@ This is where you ll start your quest, and where 
you ll often resume it. You can pick up the lantern 
here at the very start of the game, too. 
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@ Make sure to bring some cash with you here, 
as you ll be able to pick up some useful flippers 





that allow Link to swim. 
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EASTERN PALACE 


@ You can grab the all-important bow here, as 





well as collecting your first pendant. Youll have to 
fight for it, though! 


= 





SAGE’S HIDEOUT 


B The man who'll set Link on his path to heroism 
is taking refuge from the forces of evil here, and is 
halding onto the Pegasus Boots for you 











LAKE HYLIA SECRET CAVE 


@ This remote cave holds a particularly useful 





item, the Ice Rod — it's worth the big detour to claim 
it as soon as possible. 
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» Sensis grand daddy, Tehkan World Cup: responsible for 
both joy (it's fun!) and pain (because of the notorious 
trackball control method). 


ensible Software's infatuation 
with digital soccer can be 

_ traced back a few years before 
its breakthrough Amiga title 


Sensible Soccer (‘Sensi hereafter) arrived. 


In the Eighties, Jon Hare and Chris Yates 
became addicted to trackball-operated 
Tehkan World Cup (“A game that hurt if 
oltMtt(ali-- Maitre Mela MYelllmut:lilemMe:(nmelcellale| 
to Jon), which directly influenced C64 hit 
Microprose Soccer, lauded at the time as 

“the best football game ever produced” 
by C&VG. 

Fast-forward a few years and the 
Sensible Software team was hard at work 
on Mega Lo Mania, squeezing in umpteen 
games of Kick Off 2 during coffee breaks. 

“We were getting irritated with some bugs 
in the game, and there were problems 
with it we didn’t like, although that was 
only because we'd played it a hell of a 
lot,” begins Jon. “While doing a lot of late 
night sessions on Mega Lo Mania, we 
started thinking about creating a football 
game. The very first Sensible Soccer men 
were the Mega Lo Mania guys dressed in 
football kits. By the time Mega Lo Mania 











SENSIBLE SOCCER 


_ While we were doing a Lot of late night 
sessions on Mega Lo Mania, we started thinking 
about doing a football game. Theveryfirst _ 
Sensible Soccer men were the Mega Lo Mania 
guys dressed in football kits — 


Niicclome (e]ai-Pa Me maalele «cle M0) em-Me)i(eamr-lalem'- 
had a perspective and look to go on. Chris 
Chapman then knocked up some controls 
elaemni-mele)mele)iae mien iam 

Jon admits that some aspects of Sensi 
NAVs] coM aa lessym@e ciate) hal arc) eigsie me) meltalsis 
games of the time, “There's the overhead 
view from Mega Lo Mania, and the pace 
fo) miniemers|aaicme)ae)ey-le)\"merclani-miceaam(e.@ Oli 
which is quite fast,” he reveals. However, 
the key element of the game is how it 
feels to play, and this is reliant on two 
components: the controls and the player 
selection. “If you look at the controls of 
Sensi, they're pretty bloody simple,” says 
Mle) aver-le(elialemigr-l@im@-iat-le)(=\-Wer-laa|-le-mcome (<i 
stuck in straight away. “You move a guy 
around with the ball, and you can pass 
it with a tap of the button, or hold the 
button down to kick it in the air. So there’s 
yelaatemialale)Zclielamuuitamia(-B-1s(e)ame)m (e)ale| 
press, but your bloke basically kicks it in 
‘talemellasieele)amalsecm cle] ale a 

Where Sensi really comes into Its own, 
Jon argues, Is in the way the players are 
selected, “That, for me, is the game's 
biggest innovation, and it’s the most 
la\varsi®)(om e}- [Ge] m Calc mel-laa|- maa (eee)cellale 
to Jon, the game always tries to key 
players up to be the next player on the 
ball, and it reads from the direction you're 
pressing on the joystick which player 
WieleMe-Mele-\ ui iale mela Mmm emelial-1m\i"e)cet-palt 


» Red card? The referee's a w... (onderful person, who works hard, and has a tough time out there on the pitch—Ed). 
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» Sensible Software's forerunner to Sensi, Microprose Soccer, would be just like the Amiga game — if the players doubled 


their weight and couldn't be bothered to move. 


tries to interpret from the direction you're 
aU lalaliaremual(eam 8)-\V-1mele RV -lnlmenaelame)a| 
to the ball,” clarifies Jon. “This is the most 
alaren’zelihdcme lace mee) pale)lersi(ciem e)-| ame) melclsoh 
and it’s the best bit, too.” 


trangely, it’s partly down 

to Sensis somewhat basic 

aesthetic that the controls 

work so well. “The fact that our 
animation is extremely simple means the 
player's imagination has to fill in the holes, 
but it enabled us to create very responsive 
controls; everything runs on the frame,” 
explains Jon. For him, many subsequent 
lija(stom cataimele)ammelemialice-lgsmelce)e)ic anteli(er 

“For example, FIFA went backwards 
because it was too slow, not running on 
talc Mirc)sa(sMaweUitalele (ela )palcm palele(sigane rel] 
critics suggest that Sensi suffers in terms 
of realism because of its simple graphics 
(tersm (cis) aleM ma (ct-| Mole) colli mmie]mantelice)| 
Jon's thoughts on this subject), Jon argues 
that Sensi should be thought of in a more 
Teelallomr-(ialleay 

“The players in Sensi are like the pieces 

in Monopoly, they are icons, and they are 
representative of a player. But Sensi does 
have ‘realism’ in the areas where it matters 

—in terms of data.” This is certainly true, 
Sensis attention to detail is staggering 
(and even more so for its immediate 
sequels). “There are thousands of players, 
all in then-accurate clubs,” says Jon. “All 
the black guys are black, all the white guys 
are white, all the blonde guys are blonde 
and so on. That sounds basic, but no one 
had coloured the players properly before.” 
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KEEPING 
IT REAL 


Today, games developers are 
atsi|\eleigim@e)emantcLdialemer-laaiei 
scstel/tcitlowm-)iiplelele|amagt-|melatcia) 
amounts to ‘television realism’. 
“People miss the point entirely 
with realism,” says Jon Hare. 
“The thing to re-create is not 
what something looks like or 
sounds like, but the feeling 

mon dtsi@-mele)/plemieicelelelamrielels 
mind at the time.” For Jon, this 
ale ialife|alecmee|ieble=|Melliteiaclaleccy 
“It's a misnomer that realism 

is about visuals. This is a very 
American perspective — not 
what British software used to 
be about or what Japanese 
software has ever been 
about.” He believes the best 
games involve the player in the 
gameplay — in the experience 
and the feeling. On Sensi, he 
argues that, “If someone can't 
lose themselves in a football 
feFeleatemuiiame|er-l(tavmelesle) alles 

like Sensi, what that actually 
tells you Is their imagination ts 
impaired. | can lose myself in a 
game of chess, like it’s a battle, 
and it doesn’t even move.” He 
also reckons that if you ask a 
sportsman what's in their mind 
Viat=iame)l=\ "ale pmo] meres meal (els 

of their ‘reality’ is visual, they'd 
say virtually none. “It's all about 
control and feel. If you speak 
to Roger Federer about what 

it takes to win a tennis game, 
I'm sure he’s not even aware of 
what anything's looking like.” 





DEVELOPER 
HIGHLIGHTS 
WIZBALL 

SYSTEMS: C44 (CONVERTED TO 


AMIGA, AMSTRAD CPC, ATARI 
ST, IBM PC, ZX SPECTRUM) 


YEAR: 1987 

WIZKID (pictureo) 
SYSTEMS: ATARI ST, AMIGA 
YEAR: 1992 

CANNON 

FODDER 





SYSTEMS: AMIGA 
[CONVERTED TO 3D0, ATARI 
ST, CD32, GAME BOY COLOR, 

IBM PC, JAGUAR, MEGA DRIVE, 
SNES, AND OTHERS] 
YEAR: 1793 
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Furthermore, Jon adds that the players all 
e)t:\VA lam ial-Mee)gccrem ole s-1|t(e) alma e)slale] (ale pce) 
the game a kind of ‘fan’ level of detail. 
Sensis detail resulted in the game 
identifying with what football fans wanted 
in a game, but the title's playability meant 
that even those less interested in the 
beautiful game were still roped in. Jon 
iViclomer (oral a\Valam(alom(elelier-|icurclamer- [aa emr-lale: 
for him the game almost became the 
culmination of a lifetime's interest in 
football. “When | was a young child, | had 
some plastic nets I'd got from somewhere, 
and I'd make football matches from any 
toys that came to hand,” he says. “As a 
kid, | was also a big fan of Subbuteo, and 
I've always been interested in international 
things like flags, countries, places and 
things like that.” Others at Sensible 
Software shared Jon's passion, and this 
is perhaps what sets Sens/ apart from its 
contemporaries and most football games 
created before or since. “Underlying the 
efe|aalemicw-Malele (cM releliel-||MeU le lc-mr- [ale mi als 
stems from an understanding of being a 
lifelong football fan,” says Jon. Usefully, 
publisher Renegade was on the same 
wavelength, “Renegade was supportive, 
didn’t pressure us too much, and gave 
Wispiaiseeastelihcmitcisreelaamemasts|.(omals) 
product,” says Jon. Because of this, the 
team continued sculpting the game to 
perfection, until the last minute. “Every 
area of the game was tweaked — the 
speed players ran, the circle in which 
the ball sticks to their feet, the angle you 
assist them on to the ball, the length and 
outcome of tackles, yellow and red cards, 
goalkeepers — and observed interacting 
with all of the other elements,” explains 
Jon. “It's a very overused phrase, but 
this was a very Iterative process. Making 
Me olelekel-lani-mioe-lele lei mele)inemialcelelels 
controls again and again.” Back in the 
early-Nineties, Jon notes that there were 
no milestones, meaning It was possible to 
focus entirely on what was needed for the 


game. “It's a much better way of working,” 


says Jon. “And the end result goes to 


show that when you allow a good, creative 


team freedom to work, without having to 
ViVelaavars|ele\U|@-j(Olimmccr-l|\Vaeleelemivele aera 
ele e)cole|UlecrommAlal-amtelemeelarcit-lalivmalc\ i= 
to check ‘can we do this?’... well, it’s hard 
conee)aslaalelalerciicmierime lei mane cements! dale 
people constantly check themselves 
destroys [their] creativity.” 








» Little did the goalie know: by holding on to the helium-filled ball, he'd soon be floating over Norway. 


hen Sensi was released, 
acclaim was universal. 
Amiga Power's Stuart 
Campbell almost ran out 
of superlatives, concluding Sensi was, 
“without the merest inkling of a suggestion 
of a shadow of a doubt, the best football 
game ever”. Elsewhere, an Amiga Format 
‘Gold’ and a CU ‘Screenstar’ were just two 
of the many gongs awarded to the game. 
For Jon, the praise was welcome, but 
expected, “It was amazing, but Sensible 
Soccer is the only game I've worked on 
that | knew was brilliant. It just had ‘tt’.” 
Jon believes that the game had some 
‘magic’, something that he and developer 
Chris Chapman strove not to lose during 





subsequent work on the series. “There 
WiViclgeM ecg tl abel gcre Me lmialcneele(sMi om ivelel(elan! 
allow ourselves to ever touch, such as the 
core control system” he says. “If | asked 
Chris to change something, he'd say, ‘|| 
don't really know how we got to the point 
where this works, and | don't want to break 
it apart and re-engineer it, and so we'd 
just leave it. Sometimes, the best part of 
creative work can be like magic, and that’s 
true of games. Something just works and 
Lom Olsimiciei eel aiacm ale) meleciaalcelitcl(cemels 
planned — it just happens.” 

-Nitatelele|amegtem e-tsiien-iale|iai-mellelamalaniiteliny 
change that much, the scope of the game 
grew. New releases included up-to-date 
teams and statistics, and when Sensible 





» Inthe era ‘BAL (Before Annoying Lawyers), football games could use real 
names for free, without the fear of being beaten to death by a lawsuit. 


_ Sometimes, the best part of creative work can be 
like magic, and that's true of games. Something just 
works and it's just perfect, but it's not premeditated 
or planned -itjusthappens — 
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» Tarquin waited patiently for the corner kick, unaware that a huge number 3 was hovering menacingly above his head. 


Vel (oR O)mereloo-)a-lga\y-ie Mim ecelelesauvitanit 
management, player trading and more. “I 
still maintain that SWOS is the best player- 
manager game on the market,” says 

Jon. “I think we wanted to add a ‘world’ of 
football to the original Sensi, as well, but 
we just didn't have time. But for SW/OS, 
we included every league we could find — 
24,000 players, 1,500 teams. We had two 
full-time guys just researching data for us 

Jon reckons SWOS remains the most 

‘global’ game that he’s ever played, “| 
cant think of anything else that so 
comprehensively acknowledges the 

rest of the world’s existence.” And for 
Jon, this is perhaps the main thing that 
he is most proud of, “Sensi has become 
an international game, similar to the 
Subbuteo | played as a child,” he proudly 


iis 





» Brian the goalie’s team-mates wondered if his heart was still in it. 
This was the tenth match in a row that he'd spent lying face down in the mud. 





explains. “The fact we bothered to include 
80-odd international leagues brought us 
an immense amount of loyalty.” 

More recent Sensi efforts have fared 
less well, however. “The problem with 3D 
versions of Sensi, such as Sensible Soccer 

‘98, is that it’s a very, very fast game, and 
the animation can't keep up in 3D,” says 
Jon. “As for the recent Codemasters 
version... well, if there’s a problem with 
it, it’s that it wasn't finished properly 
before it came out. It's not a bad game, 
but Sensible Soccer is almost perfect 
for what it does, and the only way you 
folcimtarci@icme)’m elUiniialemia(-Mel-laal-mialcelele|a 
the mill at the end, and | don’t think we 
pushed it as far as we could.” Still, even 
such disappointments haven't diminished 
lipiows|e)0lsr-| elm igiome)aie|[at-|Mr-ln (ome lOlalalemiat= 


interview, Jon expressed hope for the 
Xbox Live Arcade version of the game, 
“The last time | saw it, it looked very good. 
I'm excited about what this version could 
do, because it’s more traditional Sensi” 


0, what Is it about Sensi that 


_ fans clamouring for authentic 

remakes over a decade after 
the release of the Amiga original? “It 
stands up on a lot of fronts,” considers 
Jon, who is now working on a brand new 
icele)iey-||Mel-|gal-Mer-||(210 fele)e)-]6)|- Bele le ec) A 

“First, it’s still the only place some people 
will see their country mentioned in any 
game — certainly as an acknowledged 
ey-|amejmialcm else Py iia iviiele pe e)cqyeltaliale| 
football teams and life there, equal to us 
and every other country. Second, the 
gameplay holds up: it’s still fun — maybe a 
bit basic... it certainly looks basic — but it 
TaNdiccrom el=10)¢)(=mlamcome)(e.@iae|enelbl(e <\va-lale 





get involved. Third, it was very successful: 


it was number one in the charts for a long 
time, and every year that it came back, it 
topped the charts.” Jon also reckons the 
game stands for certain values, “Not just 
Tame relen)iare pamela) q@imelel--M el-\e)alemer-lsalalep 
| think Sensi stands for a certain era in 
entertainment when things weren't quite 
so in-your-face, market-led and stuffed 
ele) aMrcelelminices-1@elpit/ Mell meelsle(ama-\\e)(6 
them.” For Jon, and many others, Sensi 
is therefore something of a ‘game for the 
people’. “This all underlines why people 
still want the game,” says Jon. “So many 


people have told me they nearly blew their 


degree playing Sensi, or that they spent 
their whole teenage life playing the game. 
They felt like Sensi belonged to them, and 
that it was a part of them,” he concludes. 


keeps people playing it, and has 





SENSIBLE SOCCER 





» “No pressure!” yelled the manager, as Gerald 
prepared to take the penalty, trying to ignore the giant 
scoreboard showing his team’s slender lead. 


A SENSIBLE 
ACCOLADE 


In March 2007, Henry Lowood, 
curator of the History of 
Science and Technology 
Collections at Stanford 
University, with academic 
researcher Matteo Bittanti, 
games journalist Christopher 
Grant and game designers 
steve Meretzky and Warren 
Spector, formulated the ‘ten 
most important videogames 
of all time’, presenting the 

list at the Game Developers 
Conference. Sensible World Of 
Soccer made the list, alongside 
such gaming giants as Tetris, 
Warcraft, Doom and Civilization. 
ial Dat-)@(-migi-me)ie(e(s1-1@-lee8) [-16(> 

| think any of our games has 
ever received, and it’s also 

the biggest accolade I've ever 
had professionally,” says Jon. 
“| mean, this is about the ten 
most important games of all 
time. Also, Sensis from the 
rolalhya sil |ee)el=t-]ame(ci"/-1(0)e\s\melamiai= 
list — aside, perhaps, from Tetris, 
which is Russian — and it's 

the only sports title and the 
most modern game there.” 
Certainly, it makes the CU 
‘Screenstar’ seem 

somewhat insignificant. 
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As id's iconic FPS trailblazer 
approaches its 25th anniversary, Retro 
Gamer gets its ass to Mars to get 
Knee deep in the dead all-over again 
and revisit the birthplace of one of the 

>. ! most popular genres eden 
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| hile it'd be disingenuous to say 
that Doom was one of the earliest 
pathfinders in the field of first-person 
as perspective gaming, pretending that 





it wasn't largely responsible for popularising the 
model and guiding it into the mainstream would 
be just as misleading, if not more so. As |s well 
documented, the origins of first-person gaming can 
be traced way back to the early Seventies, with Maze 
War and Spasim two commonly cited early examples 
before cockpit view arcade release like Battlezone 
stepped up the immersion another few levels. 

Fast forward to the early Nineties and id was already 
hard at work on the tech that would one day lead to 
its hellishly influential shooter. 1991 saw id release 
Catacomb 3D, the true progenitor of the FPS genre. 
It had 3D mazes to explore, enemies to blast from 
the character's viewpoint, and you could even see 
‘your own’ hands while attacking with the various 
spells available. id was onto something special, and 
the following year made the logical leap to refine the 
format further and throw firearms into the mix with 
Wolfenstein 3D — the most important stepping stone 
on its way to eventually defining the genre forever with 
Doom. Wolfenstein built on the same ray tracing tech 
used in Catacomb (whereby the game would only 
render what the player can see rather than everything 
around them in 3D space, thus greatly improving 
performance) and featured more advanced level design 
and enemy encounters, with the game shocking many 
due the violent acts seen to be committed directly 
by the player from their own viewpoint. But those 
precious souls hadn't seen anything yet. 
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» Each weapon, except the pistol, is great fun to use — delivering a 
rocket into a hellspawn’s face is particularly satisfying. 
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2 | P * | Po ro A 
H i | «i al 
A | J q Be @ a FF tee Eu. 
Sr! aes Zs, BO Py g ] : 
i | ed _ “i : oe 
| ie | d 
em Z tee Sie | ee | ; 
Re c = & A b # _\ 
1 Li A ee == +h > is | |. 7 ; cm | a a) oo ae 5. ] 7 2 ne = 
Af aa e ote e ie da lsmel a lela maa felliiilelam=lalemiang|et-(e me) 


Ble om with aesianer vonn nomero 


= DN oe, Minne te ey rae nay yea _| = rapa 
voom changed a Lot aur fof: VELOC pment 
= | Es 2 tind new T jateliayab 


if mt 
Wied | c i} Jee TT a5 2 
4 4 
Hrocess = nndgs nNappening eve if 
T : Ss fo ofiire iaAle nm 47a torn 1f-lac7-1 ot ‘israc FH =—Lialets 
He lealule We GIT CC HTIMLEMIEML Was Mavillt 
a La Pe Seamless World that streame 


al al 
i it levels 2lI0Onts and al { Te STUFeO 
ri iT alent at = || aT F AR “la t=T=To i m4 f ‘| 4 la =|] af 
Wil be il bi= | =i) ak FEES ot = st all AQQITIO! bed! _F 
+L. 4 AP Talawt-lebefte Les — = | rotate t= i at =' a= jea 
LHe BNnVIFOAMeEnt Was Jd Challe ge be: Cause 
| F ea | ] iG ik ee T=] uA, 
“| iL. 
= TIES availa 5 Jal Wl vi 
abstract level design style to create exciting 


places for the player to inhabit. Doing all of 
Ca Be | Bee Ob Ser arrne eae? |e: eee es ee. er enon bd re 
TInis at ign spee a] required 6oUX6O assembly 
F| 1guUage aS well as more memory lover 
640k) wh -equired a DOS Extender. a 
b4 UK Tie “ne equ ireda JUS Extender, a 


new technology at the time. 
—_ = 
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Allow ing modc ding was ¢ bagnd 

the | game on day one. We ki knew it \ would 

be popular because f people did very 
ifficult thir ngs to mod ‘our pre\ vious game, 
Wolfen stein 3D. So, we mad e it easy for 

them to mod Doom. 
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Hexen, Dark Forces, Blood, Duke Nukem, 


di ad Uu utlav WS: 


The shareware model was incredibly 


important for spreac Tare] Doom everywhere 





We even encouraged'r retail sellers to put the 
game on disks and sell hen m in computer 
stores, wh a they did. Back then, you could 
go into a store and see about ten different 


bo xes with shareware Doom inside. 
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They w Bold |most likely have : started out 
slowly with 3D tech that taxed ' your CPU, 
like Ultima | Underworld. The first wave 

of ech would have been improvements 
stein 3D, adding slopes and 

oh a At some point, some =Je] al: e would 
use Descent's e ngine and have your p player 
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running around shooting. Just a prediction. 
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The lessons learned trom VVolfenstein and those 
other earlier project continued to pay off as id worked 
on a new engine that could offer changes in vertical 


height in levels, full texture mapping to surfaces, 
dynamic moving objects, variable lighting and much 
more besides. After much toing and froing over the 
direction the game should take, John Carmack’'s 

vision of a simple action game (rather than the more 
elaborate and even more ambitious ideas set out by 
others) won out and the game soon blasted onto the 
scene with a title punchy enough to make everyone sit 
up and take notice, and the technical chops to back up 
its swagger. Doom was born. 


hose technical engine changes made 

a ———— . Doom instantly feel like a generational 
Pe ,a) 4 | “=P BULL 200 0 Zi leap over the likes of Wolfenstein and 
a “ ae ae sOee a we au other early first-person titles — this was a 
TONIN] REFINCERY ne an, ' fully immersive game world painted in glorious 
, ti gunmetal and striking Martian reds from corner 

| to corner, from ceiling to floor. A shredding metal 
soundtrack, worlds away from the innocuous MIDI 
bleeps and bloops of Wolfenstein, hammered home 
the intensity of the game, of racing around destroying 
demons with heavy weaponry against grotesque and 
glorious backdrops that could easily pass for heavy 
metal album sleeves. Not only that, but the world itselt 
felt more alive and more real than anything similar that 
had come before, with changes in escalation, denser 
enemy populations (and interactions between them) 
and even changes in lighting from area to area. 

The impact of that last feature can't be overstated, 
as Doom's use of lighting to build atmosphere and 
tension in key areas was groundbreaking. Flickering 
neons in dark corners create a sense of foreboding and 
dread never before seen in a videogame, and flipping 

















» The summary at the end of 
each level shows how well you've 
explored the area. 
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RIP AND TEAR 


Essential armaments for dealing with unwanted demonic plagues 


v PISTOL 
@ This basic gun might not pack much of a punch 
against tougher demons, but falling back on your 
sidearm to dispatch grunts helps save more valuable 
ammo for when you need It most. 
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n Ittakes some serious guts — or a lack of ammunition —to make 
you want to punch an enemy in the face in Doom. 


a switch only to be plunged into darkness then slowly | 
turning around as you realise you're probably not alone pneu Heats | fannie 
in the room speaks volumes of Doom's pioneering a FISTS 
work in the field of interactive horror. The team’s Alien 
influence might as well burst right out of the games 
chest during intense moments such as these. 
Fortunately, id wasn't shy in letting players loose 
with the toys they'd need to fight back against the 
creatures that lurk in the dark. Doom’s sci-fi setting 
gave it creative license to expand on Wolfenstein’s = a 7. v CHAINSAW 
arsenal, with futuristic weapons like the room-clearing @ Why are there chainsaws on a planet with no 
BFG9000 at the one end of both the tech spectrum trees and where all the structures are built of metal 
and weapon bar, and the visceral flesh-tearing and stone? Eh, who cares — rev that bad boy up and 
chainsaw representing the game's brutal and primal get barbaric! 
horror roots at the opposite end. Aside trom the 
starting pistol (which is soon obsoleted by the 
Chaingun anyway, as it uses the same ammo), every 
weapon is satisfying to use In its own way. Even the 
punch attack gets a chance to shine when you grab a 
Berserk power-up, holstering your firearm as red mist « SHOTGUN 
clouds your vision and superpowering your left hook to @ Yeah! Now were talking. Arguably Doom's most 


let you drop Hell's finest in just a couple of blows. iconic weapon and one that doesn't stop feeling 
powerful until the armies of Hell start to roll out their 






















@ Firearms are typically the preferred tool for 

engaging demons. Should your ammo reserves fail 
you, you could always try smacking them around a | = 
bit. But yeah, good luck with that... AnBG} | Beard enn 








toughest champions. AMAO | HEALTH |) 


vy ROCKET LAUNCHER 


@ Why waste time shooting at something when 
























you can just blow it up outright? When you want to 
leave no evidence (except for quite a lot of blood), 


explosives are where it's at. 


EWLL 194. 
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apie Kok Oe 
AMA HEALTH nim & —_ A rh COLL JOO . 


4 CHAINGUN 


@ Put all of that spare pistol ammo to much better 
use with this bullet hose of an alternative. Trust us, 
it's a lot more effective than that little pea shooter 





iH SPIDER 





you start off with. 


| 
[ 
’ 
F 
a 
= 


~ BFG9000 

@ Step |: aim at room full of demons. Step 2: pull 
trigger. Step 3: wait. Step 4: cackle maniacally as 
everything around you evaporates. Step 5: repeat as 
necessary. 





FORMER 
HUMAN 
: SERGEANT 
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_ 4 PLASMA CANNON 
BARON @ Melt your foes with streams of raw energy with this 
'e) 5 HELL : : magic future gun thats probably powered by science 
= ” in some way. We don't really care how it works. Were 





just glad it does. 
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4 MS-DOS 

@ The original version of any game is hard to top. In the case 
of Doom — where there are decades worth of custom mods 
and levels in the wild to add almost unlimited replay value - 
it's not just hard. It's straight-up impossible. 


a) | 


@ It's a minor miracle (read: clever SuperFX trickery) that 
Nintendo's 16-bit machine can even run Doom at all. Visual 
fidelity, framerate and sprite work take a hit, but it still 
manages to arrive almost feature and content complete... 
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# SEGA SATURN 
@ Although based on the PlayStation 
version's content-rich offering, this port 
\ falls down in the same area as many others 
‘\ performance. Framerate, lighting and 
animation are noticeably inferior you d do 
well to pick up the Sony version instead. 
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v SEGA 32X 


m@ Between a soundtrack seemingly sampled from 
Labyrinth’s Bog Of Eternal Stench and the fact that it only 
features (most of) the first two episodes, this isnt the most 
faithful of ports, although it performs adequately. 





v PLAYSTATION 


@ Rather than a straight port, PlayStation got an odd 
mixtape of most of the original levels and a bunch of others, 
including most of Doom II. It was well received and runs just 
tine, even adding a little of its own visual pizazz in places. 





v RISC OS/ACORN ARCHIMEDES 


@ |t arrived some five years after the game launched, but 
this version is one of only a few that can run smoother and 
at a higher resolution than the original. Well, on the right 
hardware, at least... 





v XBOX 360 


@ The XBLA release of Doom is, like its predecessor, a 
fantastic port, this time made even better by the addition of 
online multiplayer. It's also now backwardly compatible on 
Xbox One, should you want to rip and tear today. 











CONVERSION CAPERS: rere het invades most home systems 
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@ Despite being one of the few console ports at the time to 
offer a full-screen display, sacrifices had to be mace to pull 
this feat off - this version lacks the killer soundtrack, only wi 
featuring limited menu and intermission music. a 
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# 3D0 

@ With performance that struggles even when windowed, 
the most dangerous enemies sadly absent, and a bizarre 
slowed-down rerecording of the great soundtrack, this is 


considered one of Doom’'s weakest ports with good reason. 





@ Doom making its handheld debut was a big deal at the 
time. It's based on the Jaquar version but heavily censored, 
because Nintendo. Looks great on that little screen, though, 
and runs pretty well all things considered, too. 
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@ if you ve ever wanted to play Doom with touch controls, 
youre a buffoon. The hardware's up to the task but the floaty 
controls just feel all wrong. Not that it matters anyway - its 
never likely to be updated to be compatible with 10511 now. 
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@ The differences between western and eastern PC 
hardware weren t kind to Doom. Sound is weak, although It 
also struggles more in the performance department than 
the PC versions we got over here. 
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@ Only available as part of the Doom Ii! special edition, this 
port is exactly what you'd expect from newer hardware — a 
near-perfect copy of the PC original, albeit lacking the 
potential for user-made maps and mods. 


ANA HEALTH 





@ Available either as part of Doom 3 BFG Edition or via the 
Doom Classic Complete bundle on PSN, these versions are, 
predictably, extremely faithful to the original. Amazing what 
2006 hardware can do with a 1993 game... 
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But of course, as your own arsenal grows more 
powerful, so do the minions of the darkness. Doom 
manages to do an awtul lot with a relatively limited 
pool of enemies, each level ramping up the pace and 
escalating challenge as you edge closer to the exit. 

It has to do this by design, since death at any point 
flings you back to the start of the map and strips you 
of all your weapons and ammo. You're back to square 
one and suddenly, those early rooms packed with 
zombies and Imps that you melted with hot laser 
death first time around don't seem quite so easy. Later 
levels mitigate this a little by placing a decent weapon 
upgrade near the start, but it’s usually something a 
rung or two below what you could have had at that 
point If you'd managed to stay in one piece — a cruel 
but crucial risk/reward mechanic there to make sure 
you respect every encounter and never let yourself get 
too swept up In the trenzied pace of the action. 


oom's masterful game design wasn't 
the only factor behinds its wild success, 
though - id had a few more tricks up its 
sleeve, both built on similar ground to 
techniques employed in taking Wolfenstein 3D 
to market. The shareware release of the game was 
the most widely influential of the two, giving away the 
game's entire first episode, Knee Deep In The Dead, 
and encouraging fans to share it with friends and 
colleagues and buy unlock keys to upgrade to the Tull 
game if they liked what they saw. This led to Doom 
going viral years before going viral was even a thing, 
with the hot new game finding Its way onto machines 
in IT labs, universities and offices around the world. 
This model had worked pretty well for “Vo/fenstein, 
but Doom took it to the next level, the game such a 
step forward that everyone wanted a piece of It, and it 
was perfectly timed to catch the rise of home internet 
availability while still able to be shared, traded and even 
copied as before. For once, copying that floppy was 
something we were actively encouraged to do. 
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» Despite being seton Mars, there's a certain element of Gothic 
design in Doam's visual style. 


Id’s second masterstroke was to identify the 
popularity of modding around Wolfenstein and to 
build Doom with this in mind. With more widespread 
availability and awareness (and again, greater ease of 
sharing as the internet rose in prominence) came even 
more love for this aspect of the game, with thousands 
of Maps, mods, conversions and much more besides 
flooding online message boards and FTP sites, and 
otherwise exchanged between avid Doom fans. This 
embracing of user-generated content also had the 
knock-on effect of kickstarting the speedrunning scene 
as we know it, with skilled players using in-game 
command line tools to record and compare demos of 
their fastest runs. This functionality was pretty heavily 
buried in Doom but evolved in subsequent id games 
and culminated with Quake released even further into 
the internet boom and spawning dedicated speedrun 
sites that are still running to this day. 

Doom didn't just cement the framework of the solo 
Tirst-person shooter — it established the entire package, 
with its entertaining deathmatch multiplayer mode 
quickly becoming a LAN hit and later evolving into one 
of the first examples of the genre where online play 
was possible. Truly one of the most important and 
influential games of all time, Doom is the keystone 
that supports the weight of the entire FPS genre as 
we know it, and an alternate timeline where It never 
happened — or where it did but in some completely 
different form where perhaps you could talk to the 
onsters — would make for fascinating viewing. It's 
impossible to know how different things would be 
without the intluence of this nigh-timeless classic, 
but we don't really need to know. All we need to 
know Is that it did happen, that it was (and still) truly 
magnificent, and that it's still happening — following a 
2016 reboot that couldn't have been more in keeping 
with the original's tone and breakneck pace and an 
upcoming follow-up in Doom Etemal, it's wondertul 
to see the Doom legacy still at 200 per cent health a 
quarter of a century down the line. 
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» This opening sequence was one of the first shots Westwood filmed. The only reason it's in 
silhouette was because the developer was still learning to use chroma key techniques. 
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COMMAND & 
CONQUER 101 


@ Build a base, gather 
resources, recruit an 
army and destroy the 
enemy - that's C&Cina 
nutshell. The emphasis is 
Felamele]itoliaveMtat-malelaime alles 
to counteract the threats 
that you might come up 
against, controlling them 
with a cursor to issue 
commands. Base building 
focuses on a tiered 
system to unlock more 
powerful units. 
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\_ better storytelling helped it make fantastic CG video. 








» We were just too 
aspirational to take 
Dune II and just iterate on 
it, we wanted to be much 
bigger and much bolder | » 
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COMMAND 
& CONQUER | 


Westwood Studios was the birthplace of the modern RTS, but it 

wasnt until Command & Conquer that it popularised the genre. 

As the seminal game turns 20, Adam Barnes discovers how the 
franchise was born... 




















hese days it’s impossible to really think of 
AY(ctjaiVelole mre) (0 le|(etoar-lom-laalaliaremeliatc) mtarcle 
a tatc|@ al be me(-\1/-1(0]e]-1emm Alaall(cmiecmielgaalss 
days were certainly spent expanding on 
the franchise it became known for, there were 
a number of years, games and genres the PC 
fe [oav/o] (0) @]<] mm e-[61,4(210 (0 )alem el-110)s-mlacelelacem|tcmaleal-e 
NN al-1a-¥-m arom leracelalate meal-m-)e|allilerslalecm Ge/eslear-]pems: 
Conquer has had, however, if not for the company 
itself then for the entire games industry as a 
whole. It really is a big deal. 
The game essentially created a genre and went 
‘o)amcome(sii-)alemlecmaci(elam-lercliatciarcmanlelidiele(sme)i 
competitors from the likes of Warcraft and Jotal 
Annihilation, to Age Of Empires and Stronghold. 
But the story of Command & Conquer began 
many years earlier, with Westwood Studios cutting 
its teeth on work with SSI. 
“Command & Conquer started with us working 
on a game that was going to be a swords and 
sorcery game, says Louis Castle, one of the co- 





founders of Westwood Studios. “| think it was even 
fore] |[=1e el ULeleew-lslemelelceciavar-lalemials-iomele)|alem (en eler| 
real-time strategy game.” Louis tells us of its origins 
Vihiae-Male)e-)e)(=Mlalellaicia=)a (es emelUlm@ialslame)mere)l|e--Bialsi-1-) 
days the genre term is a lot more familiar; back then 
the acronym ‘real-time strategy’ hadn’t even been 
coined, let alone entered the mainstream 
consciousness. “We had done a few strategy 
games for SSI,” states Louis, “and we had done 
this Eye Of The Beholder series which was a role- 
playing game series that was real-time as well. 
So we had taken these very complicated rules of 
ey BJU lalelcre)atene'a O)ecleleyarcaelelanteeelareneliiiliicvemaatsian 
down into a real-time role-playing game.” Louis 
adds that Westwood was “all about real-time at 
dalomeiaal-Mar- ale Remi elel(om-|[aamconeve)anle)ialsMitcn ef [s1| 
experience, allowing for the work on its own 
IP —the fantasy-themed RTS named Swords And 
Sorcery—to begin | in earnestness. 

The early stanion its pepictyre would be 
deflected, however, as tne 
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> with Virginon The Legends Of Kyrandia. 





VVith that concept already in place the 
small team at Westwood Studios would 
go on to arrange another deal with Virgin 
to work ona licensed game for the 
movie Dune, pitching Its original Swords 
And Sorcery idea as potential gameplay 
for this new title. Westwood utilised 

the prototyped ideas of Its fantasy RTS 
to create in what would be the first 
example of the genre as we now know 
it, a well-loved game called Dune //that 
was published by Virgin in 1992. For 

all the accolades and sales It earned, 
however, Dune // was limited in its 
success; it was a strategy game, after all, 
and based on a cult movie. Despite the 
game's novelty there would be no way 
of really leveraging its appeal for what — 
at the time — was a declining interest in 
strategy games. 


t was then, after the release of 

this movie-based game, that 

VWWestwood would go on to really 

expand on those initial early ideas. 
“AS soon as we finished Dune // we 
started working on the original idea 
again and we went back to [the] swords 
and sorcery setting, says Louis. “VVe 
had started the concept before Dune 
but then we were steeped in fantasy, 
and it was really the franchise of Dune 
that pushed us into doing the sort of 
military sci-fi. So we went right back to 
fantasy again and built out a prototype 
and a Tull storyline. It was called Swords 
And Sorcery and it had goblins as the 
dark forces on one side and the men on 
the other side — which might be starting 
to. sound very familiar but from another 
company. Louis tongue-in-cheek 
reference, of course, is to Blizzard's 
VVarcratt series, the first of which 
= Ores & Humans — would release 





» The beauty of C&C was that everyone had their 
preferred.style: did you focus on infantry or turrets first? 


C&C WEAPON FACTORY 
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Various YEAR: 1996 
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» The missions didnt just ask you to destroy every enemy unit, some had to kill certain 
units, capture particular buildings or destroy specific structures. 


C6We gota call from the US military and 
they were like ‘Who are you talking to?’ and 
we said, ‘We're just making shit up’ 9 9 


Louis Castle 



















our company and gone to Blizzard and 
| think that having known the Blizzard 
guys since then | think that — though 

it was certainly not their intention — at 
some point there was more than just a 
little bit of copying going on. So we felt 
pretty awful about that.” 

Despite the disappointment, the 
announcement of Warcraft was still 
something of a stroke of luck; the team 
at Westwood had already decided to 
shift focus with Swords And Sorcery, 
instead changing the work-in-progress 
game into a military-inspired sci-fi RTS. 
“We were talking about it conceptually 
about what was making Dune || and 
some of the other products that we 
had so successful,” recalls Louis, “and 
we said, ‘You know fantasy’s a strong 
genre,’ but it also wasn't exactly on the 
uptick at the time. We felt that if we 
were going to make something that was 
massive then it had to be something 
that anybody and everybody could relate 
to.” This led to the military setting we 
now know, with producer and fellow 
Westwood co-founder Brett Sperry, 
writer Eydie Laramore and programmer 
Joe Bostic collating their ideas — deciding 
that the future of warfare would look 
vastly different than what was expected 
at the time. “This was pre-9/11," says 
Louis, “and there was tension in the 
world about what wars would look like 


almost a full year before Command 

& Conquer in November 1994. With 
Dune II's RTS innovations already 
setting developers alight with ideas, 

it was inevitable that there would be 
those looking to quickly capitalise on It. 
Louis recalls the team’s disappointment 
with the announcement of Warcraft 
“We were like, ‘Oh man! Somebody 
just took Dune // and reskinned it as a 
fantasy game! VVe were going to do 
that!" And in some ways | think we 
were just too aspirational to take the 
same game and just iterate on it at that 
time, we wanted to be much bigger and 
much bolder.” There was more trouble 
afoot, though; this wasn't just a case 

of a developer looking to profit from 
the success of another. “It’s not that it 
was just a direct lift of an existing game 
that was reskinned,” explains Louis, 
“but also there was some shady stuff 
going on with an employee that had left 






and what was happening.” The team 
decided that the war would be with “a 
terrorist organisation that doesn't have 
any state or boundaries and probably 
led by some maniacal figure who was 
bent on destroying the world.” Thus 
Brotherhood Of Nod was born, and the 
Middle East would be the tension zone. 


his change in design required a 
vast amount of new research, 
however. The mechanical 
prototype was already there, 
but to create a compelling, in-depth 
story would require so much more 
information. “! think that’s part of 

why C&C had its charm, really, it was 
not meant to be a fantasy exactly, It 
was meant to be sci-fi with a heavy 
emphasis on the science, you know.” 
Louis adds that, “All the units, all the 
buildings, everything that we went into 
were inspired by things that we were 
reading about, Soldier Of Fortune or 
magazines that were talking about it — 
there was no internet to speak of back 
then, So you couldn't really research 
things online like that. You had to go 
through magazines and archives and 
such. So we were trying to figure out 














» As devastating as the flamethrower units of Nod are, 
they are such a chore to use around your own infantry. 


The many sequels and expansions of 
Command & Conquer. Which have you played? 
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what the military was up to and what 
was going to be the next thing. And so 
that’s what, | think, made it fun.” 

As the team learnt more about new 
military tech, a clearer vision for the 
game began to form. “It was mostly 
magazines and periodicals,” says Louis 
of the team’s research, “and froma 
technology point of view we looked 
at the white papers. We were in the 
libraries and subscribing to all these 
publications just so that we would get 
a sense of what the people who were 
really into military kit were thinking was 
going to be coming. So we assumed 
that anything that was talked about as 
possibly coming was already here, and 
that was basically what inspired the 
units — so the Orca was the VTOL aircraft 
that was very sketchily talked about and 
was maybe plausible and Aaron just ran 
with it. The whole idea of the Mobile 
Command Centre, that was actually 
novel —| don't mean novel in games, but 
out in the world.” It was important for 
VVestwood to create a military universe 
that was believable, so grounded in 
reality that it felt like something a real 
military force might actually use. “In 
fact we even gotacallfromthe US > 
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PLAYFORMS: 5 


CONTEXT- 
SENSITIVE CLICKS 


1 The biggest 
improvement C&C had 


over Dune /l was its context- 
specific mouse control, 
which meant you wouldnt 
need to click an order 
button in the menu 

to issue commands to a 
unit. It was dependant on 
elements like cursor target 
and unit selected, 


DIFFERENT 
PLAYABLE SIDES 

Py it was novel for there 
2. be distinct sides to 
play as, especially with 
units that differed from one 
another. GDI's units were 
often slower and stronger, 
while Nod favoured speedy 
skirmishes with cheaper — 
but weaker - units. 


GUERRILLA 
MISSIONS 


Despite heavily 
3 employing the idea of 
constructing a base and 
building an unstoppable 
force, Command & Conquer 
also introduced guerrilla 
missions, These levels gave 
you a specific set of units 
to use to survive the level, 
often in a bid to teach you a 


- UMISSION 


ACCOMPLISHED 





new unit or means of attack. 


CENTREING 
VIEWPOINTS 


Though Warcraft was 

heavy on the keyboard 
shortcuts these were for 
spells and construction. 
C&C smartly enabled 





-PLAYFORMS: UPRISING 
Various YEAR: 2008 PLAYFORMS: PC 


Various YEAR: 2009 YEAR: 2010 
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buttons to shift your view to 
your base, your next 

unit or the currently 
selected unit as well as 
custom map bookmarks. 
These days this Is integral 
to quick and skillful RTS 
players, with the ability to 
keybind any structure or 
unit with a shortcut. 


SUPER-POWERFUL 
UNITS 

p= The commando 

5 unit was purposely 
powerful, and often 

only giverin single unit 
quantities. It made them 
far more valuable than the 
rest of your forces, and 
was a precursor to hero 
characters and unique 
stage-specific units that 
we'd later see ina number 
of RTS games. 


KILL COMMAND 

In addition to the 
Ga clicks, 
Command & Conquer also 
added the ability to hold 
the Ctrl key to force a unit 
to attack. In this way you 
could create kill zones with 
artillery, destroy walls 


and fences and even attack 
your own units. 


GROUP 
SHORTCUTS 


7 Issuing group shortcuts 
is akey aspect of RTS 


games these days, but 

C&C introduced the ability 
to save groups of units so 
that they could be quickly 
accessed and ordered 
about at any time. This was 
necessary to micromanage 
the movement and attacks 
of certain units to better 
counter (or defend) 


» [PC] The pre-mission map was a 
neat little touch, adding to the sense 
of your chosen faction’s progress 
against the opposition. 
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N NOVATIO N TIM E How C&C changed a genre 


against your enemy. 


TOGGLEABLE 
SIDEBAR 


8 For the longest time 
RPGs and strategy 


games had their menus 
permanently up on the 
screen, available to select 
from at a moment's notice. 
Westwood streamlined the 
build menu but - better still 
~— made it toggleable, giving 
you additional screen space 
to focus on your assault, 


INSTALLATION 
SCREEN 

There was atime - 
i when Windows became 
dominant over DOS — where 
installation screens were 
made to be a little more 
jazzy and in keeping with 
the game being installed; 
Command & Conquer 
did this first, theming its 
installation screen around 
a military computer and 
even having it voiced by the 
in-game Al assistant E.V.A. 
— the one who repeats “unit 
lost” over and over again. 


SELECTED UNIT 
HEALTH 

Dragging to select 
1 units featured in 
Warcraft, but it required 
abutton press. C&C used 
a permanent drag-to- 
select option, and, since 
foe) pline) (Ulave Mt-]ae(-me) we) b) ay 
was sO important, the ability 
to see all units’ health was 
included by Westwood. 
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IN THE 
KNOW 


» PUBLISHER: 
Electronic Arts 

» DEVELOPER: 
Westwood Studios 

» RELEASED: 1995 

» PLATFORM: DOS 

»PLATFORM: 
Real-time strategy 


» The opening mission for GDI 
is thniling—even now=—with 
clever scripting on Westwood's 
part to make it Teel like the 
Normandy landing. 













» Of the early RTS games, 
C&C was best suited to 
micramanagement gameplay 

or directing specific units or 
groups of units to better counter 
enemy forces. 
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Web browser 






PLAYFORMS: 


ey YEAR: 2012 
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DEVELOPER 
HIGHLIGHTS 
EYE OF THE 
BEHOLDER 
SYSTEM: DOS 
YEAR: 1991 
LEGEND OF 
KYRANDIA (picturep) 
SYSTEM: DOS 
YEAR: 1992 

THE LION KING 
SYSTEM: Mega Drive 
YEAR: 1994 
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TANK RUSH 

§ lt has since become 
synonymous with RTS 
games yet while the idea of 
the tank rush wasn't core to 
the gameplay — you'd need 
a mixture of tank types, 

for example — the strategy 
hasn't really changed to this 
day: build a lot of armoured 
vehicles, then roll them all into 
an enemy base. 


® military,” laughs Louis. “They were 
like, ‘VVho are you talking to?" and we 
said, ‘VVe're just making shit up.’ We 
said they were more than welcome to 
come and visit the studios, ana they 
sent a person out to come and look at 
everything and, for a brief period of 
time, we were doing concept work 

for them. We did a few drawings for 
new weapon systems that they were 
thinking of using — but it was just too 
much aggravation for the money that 
they would pay. It was pretty funny: we 
imagined what the future would be, we 
visualised it and the US military came to 
us and said, ‘Hey can you help us with 
some presentations?" 


s Integral to the experience 
as the story was, It was 
important to get that 
gameplay just right, after 
all the idea of an RTS was still very 
new and Westwood knew there were 
improvements that needed to be 
made. The developer looked to Dune !/ 
for inspiration of what needed to be 
changed, and what should remain the 
same. “VVe wanted a catalyst for this 
World War that we wanted to create, 
and so that’s how tiberium was born; 
you know, it's a space-born element 
that came to Earth and changed 
everything. So that was similar to 

the spice [in Dune].” 





GO COMMANDO 

@ |hese units are the most 
powerful in the game by far, 
and though they can't endure 
excessive amounts of attacks 
— or, indeed, Nod's infamous 
flamethrower units -— a single 
commando could still wreak 
havoc among an enemy base 
before he was finally put 
down. The unit would return in 
future instalments. 


FROM AFAR 

| RUT ale R-ve]patem(e)are bam-lale (= 
artillery is a great tactic 
since it'll let you ruin certain 
structures or units before 
the enemy even knows 
what's hit them. These units 
will obviously need to be 
protected, however, since 

it won't take much to find 
your heavy firepower and 
decimate it. 


Everything else was built from scratch 
to ensure — as Louis puts it — that C&C 
would be a “great strategy game”. 


Elements like the new units and menus, 


the cutscenes and even the context- 
sensitive cursor control all improved 

on the concepts set up by Dune Ii. 
“We got the context-sensitive mouse 
working, says Louis, adding that It 
was inspired through Westwood's own 
game Kyranaia. “There we wanted to 
make a point-and-click adventure game 
and context-sensitive just made it much 
easier to play.” 

But those in-game cutscenes really 
helped make the game standout. While 
other developers were beginning to play 
around with storyline elements through 
introductory scenes, VVestwood really 
pushed the boat out by utilising both 
CG and live-action videos to bookend 
each of the game's missions. “VVe had 
Erin Powell who really wanted to be a 
moviemaker — and he ended up going 
on to make movies — and he was really 
into 3DS Max and then we had a couple 
of guys like Rick Parks and some others 
who were really into Lightwave and 
so there was a bit of rivalry between 
the two. They would go back and forth 
trying to outdo each other making these 
amazing 3D sequences.” VVhile much 
of what would be created would be far 
too intensive for the hardware of the 

time to run it, Louis claims that it could 
be repurposed for advertising. This 
tug-0-war of one-upmanship 
led to further and further 
advances until, 


Essential Command & Conquer tactics 


SNEAK IN 

@ A sort of spin on the tank 
rush, the Brotherhood Of 
Nod has the Stealth Tank unit 
that could sneak into a base 
undetected. They are weaker 
than GDI’s equivalents, but 
the Brotherhood's units give 


KITING 


a great recon advantage that 
means you can more easily 
pick holes in their defenses 
and exploit them. 





eventually, it was decided to record 
live-action footage with real people. And 
many of those people were VWWestwood 
Studio employees: “We had Erin 
running in front of a white sheet and 
used chroma keying to create the scene 
with soldiers running along the deck of a 
ship at sunset. The guy who was doing 
exercises at the beginning of C&C was 
another one of our artists, the ones who 
are on the skateboards and the streets 
— well, we literally went out onto the 
freeway outside of Las Vegas and filmed 
a skateboarding scene for an energy 
drink without getting any permits or 
anything — and It was like, ‘This Is totally 
ghetto.’ We had a great time.” 

lt wasn't until Westwood brought in 
a man named Joe Kucan that the quality 
of these scenes really took off, however. 
“Joe Kucan actually came in acting and 
directing all of our film sequences, ” 
says Louis, “he did a fantastic job. A 
lot of what made C&C what tt is falls 
squarely on Joe's shoulders as it were, 
he wasn't just our talent director he 
was also in charge of casting and of 
course he played Kane. So we got super, 
super lucky with Joe.” With proper 
actors coming in to play the different 
main characters, C&C was able to 


can survive — it'll simply follow 
you to your reinforments and 
ultimately its death. 





m These days it'd be tricky to 
successfully kite an enemy's 
force into an ambush or turret 
traps you've set up, but it’s 

still a viable strategy in C&C- | 
especially against the Al. Get 
their attention and in many 

cases — when the Al feels it 
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really create a cinematic feeling to the 
game, making the divide between GD! 
and the Brotherhood Of Nod feel! all 

the more tangible to its players. “VVe 
wanted to make sure that the choice 
between GDI and Nod wasn't just a 
choice of Aor B or a racial choice - we 
wanted it to be philosophical. So are you 
about socialism? Nod was about the 
uprising of individuals, there's too much 
concentrated wealth, ‘The big countries 
can't push us around’, ‘Everybody has 
the right to self-governance’ — there's 
some important things inside of Nod that 
| think are important concepts. But on 
the GDI side it’s like, ‘Oh, well, we're the 
good guys’, but they're pretty awful too. 
Youre going to use your military might 
to enforce your will onto other countries, 
what right do you have to do that? It's 
about what makes it the right of the 
West to go into these Middle Eastern 
countries and take their resources.” 
integrate a little colour to the 

| units and structures, with 

GDI donning a more clinical, militaristic 
style while Nod felt considerably more 
ragtag. There were differences in unit 


playstyles, too, and while balance was a 
concer Westwood still felt the need to 


he two different sides gave 
VVestwood a chance to 








a fs We literally went out onto the freeway 
outside of Las Vegas and filmeda 

skateboarding scene for an energy drink 

without getting any permits or anything J 


offer up those distinct flavours. Where 
GDI's strength was in its defenses — 
with stronger armour across the board 
— Nod made up for it with speed and 
brutality, in particular the flamethrower 
unit. This balance was necessary If 
Westwood Studios was to release a 
game perfect for multiplayer, but sadly 
that’s where the RTS stumbled. “The 
problem was we were ahead of our 
time,” states Louis. “There weren't 
really defined protocols for doing 
internet-based play and such. The game 
was built back in 1993 and 1994 before 
Windows 95 had come out — which 
helped standardise the internet.” Built 
off the codebase for IRC chat, Louis 


tells us of the decision and how It was 
chosen for expediency to release a 
version of the game with multiplayer 
available. “| think that was one of our 
biggest mistakes as a company, we 
should've built our own online platform 
— we paid for it again and again. | wish 
we had bitten the bullet and just gone 
off and done our own communications 
system, but sadly VVestwood Online 
was built upon the framework of 
software that wasn't designed to do 
what it did.” 

Not that any of that really mattered, 
in the end. For all its flaws surrounding 
multiplayer C&C was a thoroughly 
compelling title, whether you played 
it only in single-player or multiplayer. 
Releasing in 1995 for DOS with the Gold 
version — adding multiplayer and various 
improvements — in 1996. The game 
even went on to release worldwide ports 
to PlayStation, Sega Saturn and N64 
throughout 1996 and 1999, with C&C 
becoming a smash hit — selling well over 
3 million copies. Dune // might have been 
the birthplace of modern RTS, but it was 
C&C that not only standardised It, but 
popularised it too. It went on to establish 
one of gaming's most reputed franchises 
across three Tiberium Wars, three 
soviet invasions in the Red Alert series 
and even the series’ first Tully 3D RTS 
in Command & Conquer: Generals — all 
the while duking It out with Blizzard and 
its set of RTS games. While Westwood 
Studios and C&C have since fallen at the 
hands of Electronic Arts at least we'll 
always have this truly important heritage 
to look back on. 
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How do you follow up arguably the best 2D platform game of all 


time? Nintendo's answer was to provide the defining example of a 
3D platform game at its very first attempt... 
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ow do you introduce a 
brand new concept but 
still retain your identity 
and heritage? It's a 
tricky thing to do, and a task that 
has tripped up countless games 
developers over the years. But for 
Nintendo the formula has always 
been simple — take an old property, 
find a way to update it with new 
technology, and reintroduce it to 
the market. The Nintendo 64’s 3D 
games were most definitely a brand 
new concept, and Nintendo’s ace 
Mario was the man for the job. 

Of course, it’s weird to think of 
Super Mario Bros as an “old” series, 
despite its longevity. The plumber’s 
adventures have been ever-present 
for decades, after all. However, it 
was a series that slowed down > 
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Peachs Castle 

It might not be counted as a level 
in its own right, but the royal kidnap 
victim's homestead offers much to 
play around with and explore, Climb 
the trees, take a dip in the moat, or 
explore the basement - it’s up to 
you what you choose to do here. 
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Cool Cool Mountain 

Mario gets a warm reception 
fram the penguins in this chilly 
stage. The cosy mountain lodge you 
start off next to hides a dangerous 
ice slide, which forms the basis of 
many star missions — you ll race on 
it and even hunt red coins on it. 
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This dusty desert features 
everything youd expect, including 
a pyramid and some hazardous 
twisters, as well as the Pokeys that 
seem to inhabit dry areas within the 
Mushroom Kingdom. As you might 
imagine, the pyramid is central to 
many of this world's stars. 


srl Tall Mountain 


As the name suggests, this rocky 
course is a hefty beast to scale, 
and you'll need to do so for your 
first star, At the lower levels, you'll 
encounter big mushrooms, and one 
of the stars involves relying ona 
primate to lead the way. Good job 
he's not from the Kong family! 


154 | 100 GAMES TO PLAY BEFORE YOU DIE 


Bob-Omb Battlefield 


This introductory stage is pretty 
gentle, in spite of the presence of 
the titular explosive enemies. Race 
against Koopa, avoid Chain Chomp 
and get your first experience with 
the cannon, When youre feeling 
bold, face King Bob-Omb. 


Big Boo'’s Haunt 

Mario's ghostly persecutors are 
back, and once they take over the 
castle's courtyard you'll be able to 
visit their spooky home. Like with 
Super Mario World's Ghost House 
stages, puzzling Is the order of the 
day here. 
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Dire Dire Docks 


This area contains the pride of 
Bowser s naval fleet, an enormous 
submarine! Who knew he even 
had a naval fleet in the first place? 
You need to visit this stage to fight 
Bowser a second time, but it’s 
worth it to meet one of the game's 
most memorable companions. 


Tiny-Huge Island 

Size matters in this stage, as 
our hero encounters two portraits 
to enter it. If he visits the small 
one, Mario will be comparatively 
enormous, but on the large island 
he'll be tormented by enormous 
Goombas. Both sizes of island are 
required to gain certain stars. 


Your traveler's guide to the 


new locations 


Whomp's Fortress 
Trickier platforming starts 
here, as you'll encounter narrow 
walkways and the nasty Piranha 
Plants. The big bad guy here is the 
Whomp King, who would be a rock 
alae e)*)eleya lam imal-mel(e(gm@ale allie 
his weak spot with a bandage. 


Hazy Maze Cave 

This subterranean stage is 
filled with the worst kinds of 
nasties — Monty Moles, Snufits and 
Swoopers. This is also where you ll 
first encounter the Metal Cap, an 
item that turns Mario into a shinier, 
heavier version of his usual self. 


Snow Mans Land 

This freezing stage is even colder 
than Cool Cool Mountain, and you'll 
find more penguins here. Less 
friendly are the Mr Blizzards and 
the icy Bully. There's a lovely igloo 
here, but our favourite bit of the 
level involves riding a Koopa shell 
to grab red coins. 


Tick Tock Clock 


The trickiest timepiece of all time 
hosts some fiendish challenges, as 
well as pendulums of impressive 
scale, It's also the area that most 
clearly illustrates the difference 
between the game's two major 
versions — the DS version has been 
extensively reworked. 


ario Is visiting 


Jolly Roger Bay 
Ships and sea life are the order of 

the day here. There are no bosses, 
but Unagi The Eel plays a big part 

in the second mission. Grab every 
coin as there are only 104 in the 
stage — youll need almost all of 
thern for the seventh star. 


Lethal Lava Land 


Bowser gets to show off his inner 
egomaniac here, as he's made a 
gigantic sliding puzzle featuring his 
own image. Of course, he's done 
this in an environment where he 
feels at home, which means you 
should expect hot lava. 
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If it seems like the water level 
is never consistent in Wet-Dry 
World, watch where you jump 
into the level's painting — the 
higher you go, the higher the 
water. There's a neat town area 
here that seems to have been 
abandoned to the floods. 
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Mario goes sky-high 
for the last of the game's 
regular stages, hopping 
between floating islands 
on magic carpets. You 
wont find a wing cap here, 
so Mario wont be doing any 
flying of his own. 
















































Magic Moments 


Racing A Koopa 

Your first taste of how 
differently Super Mario 64 
operates is likely to come 
when Koopa The Quick 
decides to chat with Mario, 
rather than simply wandering 
into him. He wants a race — 
and Mario loves to race. 


Discovering Your 
First Secret Star 

2 Wandering into an empty 
room, you find yourself 
jumping against the walls for 
the heck of it, only to discover 
a secret passage through a 
window to a slide racetrack. 
Wow! Even the hub world can 
help you progress... 


Big Bad Bowser 


3 You've faced him countless 
times before, but now Bowser 
is not only huge, he's gota 
positively evil expression on 
his face and it’s much worse 
in 3D. Youre locked in combat 





with him until he eats his own 
bombs a few times. 


Tinkling The 

lvories 

Aisit possible to be 
frightened by a Mario game? 
Not often, no. But this gave 
many players a fright. As you 
pass the piano in Big Boo's 
Haunt, all seems normal - 
right up until it grows teeth 
and starts chasing you. 


A Ray Of Sunshine 

5 The PlayStation hada 
manta ray tech demo, but the 
common question when it 
came to Super Mario 64 was 
“Have you got to swim around 
with the manta ray yet?" It's 
clear why people raved. 


Taking To 

The Sky 

6 Mario has been airborne 
before in Super Mario Bros 
3 and Super Mario World, 


SUPER MARIO 64 





a enormously after its initial hits. 
The original Super Mario Bros NES 
trilogy and the sublime Super Mario 
World for the SNES appeared in 
quick succession, but then Mario's 
platforming adventures came to a 
sudden stop. Our portly protagonist 
started his hit tour of other genres, 
and platform games were given 
over to the likes of Yoshi. By 1996, 

it would be fair to say that a proper 
Mario platform game had been 
long-awaited. 





If that lack of a defined end point 
sounds like a huge break from Mario 
tradition, that's because it was. Even 
in Super Mario World, which wasn't 
a linear game, each level had a start 
point, an end point and a series of 
challenges to overcome along the 
way. In Super Mario 64, the nature 
of those challenges had to change 
significantly because of Mario's 
new-found freedom of movement. 
Even a Goomba was a threat In 
Super Mario Bros — at the very 
minimum, it forced a button press 
to jump onto or over it. In Super 
Mario 64, dealing with a Goomba 
would most often be a simple case 
of running around the problem. 

As a result, traditional “reach 
the goal” platform gameplay was 


he problem that Nintendo 
had to solve was how to 
even present Mario in 3D. 
Shigeru Miyamoto had 
reportedly toyed with the idea of 

a Super FX-powered 3D platform 
game for the Super Nintendo NES, 
and decided against it. Later, during 
the development of the Nintendo 64 
hardware, the team experimented 
with linear levels with an isometric- 
style camera position. In the end, 
Nintendo EAD decided to go with 
ambitious free-roaming 3D levels 
that the player could explore at 

will, with no defined end point and 
plenty of things to discover. 














Super Mario 64 was full of memorable bits —- 
here are some of our favourites 


but the glory of full 3D : Leute 2 
flight is a different matter | 
altogether. Thankfully you 
can experience it with the 
wing cap, which affords our 
hero flight. 


Man In The 

Mirror 

7 When you come across 

a mirror in the castle, take 

a gander at Mario. Not to 
admire his ‘tache (though 

it is quite lovely), but to 
realise the attention to detail 
here — Lakitu's following 
Mario around with a camera, 
documenting everything. 





A Familiar Friend 

8 Once you've beaten Super 
Mario 64 with all 120 stars, 
you might think that you've 
exhausted the game. But 
there's still one more thing 
left to do - scale the castle 
and visit Yoshi, who waited 
until you'd done all the work. 
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Metal-Head 

Mario Can Move! 
Course: 

Hazy Maze Cave 

@ As Metal Mario, you need 
to follow a brown path across 
the floor of the underground 
lake in order to avoid slipping 
off course, The trick here is to 
go quickly — you've only got a 
limited time as Metal Mario. 


Stomp On 

The Thwomp 
Course: 

Tick Tock Clock 

@ There's a lot of tricky timed 
platforming to do before you 
reach the Thwomp of the title, 
and you don't need to attack 
it— you just need to hitch a ride 
on it in order to get the height 
needed to reach the star. 


— decidedly out of the question. 
Instead, a system of multiple 
goals was included within the 
game - each of the game’s worlds 
contained six Power Stars, gained 
by completing missions within 
the world. These had a variety of 
forms, from battles against mini- 
bosses to races and treasure hunts. 
Additionally, every world offered 
a bonus star for finding 100 coins. 
It was an innovative way to take 
advantage of the space afforded 
by the new 3D stages, but it also 
proved to be a necessity — with just 
eight megabytes of cartridge space 
to play with, the developers only 
had room to include 15 stages. 
Much like the levels themselves, 
the order in which you tackled 
them was up to you — as long as 


» Unfortunately for Mario, Ch i 


Big Boo's Balcony 
Course: 

Big Boo's Haunt 

@ Make your way to the third 
floor of the house in order to 
have a scrap with your foe, 
Big Boo. You can beat him by 
hitting him from behind. Then 
you need to make your way to 
the roof of the house to claim 
the star. 


far worse tan nis bark. Quch! 





» Congratulations, you've earned yourself a star. 
Only another 119 to go... 


“hh. 
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Wing Mario Over 
The Rainbow 
Course: 

Peach's Castle 

@ You need to work out a route 
— you've got access to cannons 
and the wing cap. Remember 
that Mario can fly straight 
through the transparent 
clouds, and stop off for new 
wing caps periodically. 


100 Coins 

Course: 

Rainbow Ride 

@ 100 coins? That's a goal 

in every level, but it's a 
particularly nasty one in 
Rainbow Ride because death 
resets the counter, rendering 
all your progress pointless. The 
only advice for this one is to be 
very careful indeed... 


all 120 stars is no easy task — 
here's ow to nab some of the trickier ones. . 





Somewhere Over 
The Rainbow 
Course: 

Rainbow Ride 

@ Go find the Bob-Omb Buddy 
(he's in the coin maze, where 
you found the third star) and 
then get to the cannon on the 
airship. Now shoot towards 
the far-off platform — aim well 
or die! 


¢ 6 Mario has a variety of new moves, 


Chomp’s bite is 


from jump variations like the triple 
jump to his ground pound 9 7 


you had enough Power Stars to 
hand. Even getting to those levels 
was a treat, as the maps of Super 
Mario Bros 3 and Super Mario 
World gave way to Peach's Castle, 
the most interactive level selection 


menu in Mario history. Not only was 


the castle a nice sandbox area for 
Mario to run about, it had a variety 
of secrets of its own from a cool 
slide to a basement-dwelling rabbit 
called MIPS, and discovering them 
would earn you further stars. As you 
gathered stars, previously locked 
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doors would open up and allow 
access to new stages. 

But for all of the amazing level 
design and innovative structure, 
Super Mario 64 would have fallen 
flat if the game didn’t have the same 
tight feeling as the 2D Mario games. 
Luckily, the joy of the game is in its 
movement. Mario has a variety of 
new moves, from jump variations 
like the triple jump and backflip to 
his ground pound, a move which 
sent our hero plummeting buttocks- 
first into the floor. Likewise, the 
physics worked beautifully — even 
watching Mario fail to make it up 
a steep slope is entertaining, as 
his little legs work overtime before 
giving out and leaving him to slide 
downhill on his belly. Crucially, 
every item — including Mario —has a 
fixed shadow beneath it, providing a 
helpful guide for players unused to 
controlling characters in a 3D space. 

As you might expect of such a 
revolutionary game, Super Mario 
64 was the recipient of enormous 
acclaim from the press. The debut 
issue of N64 Magazine capped a 
14 page review by telling readers 
that the game was “so far ahead of 
everything that comparisons seem 
meaningless,” awarding it 96%. 
Maximum's final issue declared 
it “an almost mind-expanding 


| experience,” and it was the first 
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DS Excess 


The story didn’t end 

































Pyramid Puzzle Blast To The Lonely CanTheEelCome Elevator Tour Al on the N64... 

Course: Mushroom Out To Play? In The Volcano | If you have a genre-defining 3D 
Shifting Sand Land Course: Course: Course: platform game under your belt from 

m It's along and arduous trek Tall Tall Mountain Jolly Roger Bay Lethal Lava Land the debut of your 3D-capable home 

for this star, as you need to @ This one's a real pain to @ Hang around Unagi's hidey- @ Tricky platforming is the console, it seems almost silly to leave 
find five very particular coins obtain — there are lots of ways hole to lure him out, then catch order of the day. Get into the it lying dormant when you introduce 

in this puzzling level. Two are you can do it, but we feel the the star on his tail. The key is volcano, then prepare for 3D to another new market. Thus, 

on platforms near a sand duct, best is to find the portal in the timing - if you dont move as precision platforming — you'll Nintendo brought Super Mario 64 to the 
and the other three are located mushroom clump, get to the soon as he does, you'll likely need to recognise when the Nintendo DS when the handheld system 
where the sand moves to the cannon and shoot your way need to surface for air. checkered platforms are about arrived in stores at the tail end of 2004. 
first floor. ry) to victory. to drop into the lava. However, Super Mario 64 DS was far 


from a straightforward conversion — It 
actually ended up being an enhanced 
remake of sorts, with changes to quite 
a few aspects of the game. 



















game ever to receive a maximum Developers around the world aren't The biggest addition was the 

score of ten from Edge. If there was shy about admitting that the vast inclusion of three new characters - 

a single blotch on the otherwise majority of 3D videogames from Luigi, Wario and Yoshi, each with their 

spotless record of universal acclaim the time owe something to Super own special attributes for jumping, 

that Super Mario 64 received in its Mario 64, whether they drew power and speed. The game also 

day, it was that the camera system inspiration from its mission-based includes new missions for a total of 

was not quite perfect. That didn't structure, Mario’s movement, the 150 Power Stars, up from 120 in the 

matter a jot as the game was an camera design or even the game's original, and some of the game's 

absolutely enormous hit, selling fun hub world. It’s an astonishing graphical elements have been updated 

11.62 million copies — or to put it accomplishment, especially SoS Se for the new hardware. 

another way, it was bought by over for a launch game — a perfect it * of ae ie ae PATO Super Mario 64 DS wasn't critically 

a third of N64 owners. demonstration of its hardware, a ST aaa successful as the original, in large part 

revolution in game design and a ——ss due to the digital controls players had to 

n fact, the only problem for best-seller. Games like Super Mario | make do with, but it was a hit in sales 
Nintendo was topping it. Super | 64 don't come along every day, or SF SS a terms. 11.06 million copies have 
Mario 64 ended up being the even once in a generation. Super ow of \ been sold, putting it only slightly 
best-selling game for the N64, Mario 64 might well be the kind of : >| | behind the N64 game. 

as a sequel spent years in the works | forward jump for videogames that : | 

but ultimately never made it into comes along once in 


full development. The eventual a lifetime. 
Gamecube sequel Super Mario 

Sunshine was a great game in Its 

own right, but not the revolutionary 

experience that its predecessor had 

been, and even the astonishingly 


= = 
creative Super Mario Galaxy | 
borrows much of its game design ) & 
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from Mario’s first foray into 3D. 
Beating Super Mario 64 was a 
nice problem to have though, 


especially since everyone 
else was playing catch-up. 
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In the mid-Nineties, Square's 
flagship franchise abandoned 
Nintendo's hardware and 
embraced the PlayStation, a 
move that would lead to Final 
Fantasy VII, an ambitious, 
refined and enormously 
influential RPG. Director 
Yoshinori Kitase and art director 
Yusuke Naora discuss the 
creation of this masterpiece 
with us in unprecedented depth. 
Steven Spielberg's Jaws fits 
into it somewhere, as Samuel 
Roberts discovers... 
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- &) @ ithout hyperbole, Final Fantasy 

7 Vilis the RPG that changed the 

| genre forever. Opening the Western 

floodgates to Japan’s own style of role- 

playing and popularising the entire sub-genre, the 
10-million-plus-selling game was, for many players, 
their introduction to the potential of interactive 
storytelling and the first videogame narrative to 
leave a mark on them. It's also divisive, anecdotally 
referred to as the most returned game of all time 
and often criticised by Western RPG veterans — yet 
such cynicism can’t mask the impact it had upon 
release in 1997. Along with Gran Turismo, Final 
Fantasy Vil shifted millions of PlayStation consoles 
by demonstrating the machine's capabilities, 
captivating gamers with a fictional universe of 
unrestrained scope and style that would govern an 
entire corner of the industry. Back when the game 
was being created, Square (today known as Square 
Enix) was a company in transition, and the influx 
of talent that brought FFVI/ into being, as well as a 
development culture that fostered creativity, was 
ultimately responsible for this deservedly 
celebrated RPG. 

At the 1995 SIGGRAPH computer graphics 
convention in Los Angeles, the company formerly 
known as Square presented an interactive demo 
to the world that showcased Its Final Fantasy Cor 
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(> property in unprecedented fashion. This project 
depicted three characters from Final Fantasy VI 
fighting a Golem enemy in full 3D, a jaw-dropping 
contrast to the SNES-based 2D roots of the 
game, complete with visual effects and cinematic 
in-battle camera angles that implied a future 
beyond the static staging of the series’ stories 
up until that point. When you look at the tech 
demo now, you can absolutely see the founding 
technical conceit of Final Fantasy Vil embedded 
within it. Squaresoft saw that Final Fantasy could 
be so much more on a platform that allowed 
the company to experiment with such high-end 
technical ideas. 


_ he SIGGRAPH project would form the 
‘seed’, as producer and creator Hironobu 
Sakaguchi dubbed it on a promotional 
video for the game, of Final Fantasy's 
move into the next console generation. To any 
seasoned gamer, the most well-known part of the 
development of Final Fantasy Vil is the defection 
that started it all. Long considered a Nintendo 
stalwart since the original Final Fantasy's 
release on the NES in 1987, Square shifted to the 
PlayStation for its CD-ROM capabilities over the 
N64’s comparatively limited cartridges. This fit the 
grand ambitions of this new sequel. 
“We were fans of Nintendo’s hardware, 
although in order to use CG movies in the game 
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like we intended, we needed a lot of storage 
space, and for that reason decided on a platform 
that used the higher-capacity CD media,” director 
Yoshinori Kitase tells us. 

How ironic that this franchise would soar on a 
Sony platform, given that Nintendo publicly broke 
away from a CD-enabled SNES collaboration with 
the electronics giant earlier in the decade. The 
emerging disc format enabled Final Fantasy VI! 
to be far more cinematic than tts forebears — an 
important factor, especially to Sakaguchi. Yet 
an interesting factor in all this was the set of 
technical influences on the team, many of whom 
were from Western game development, as 
Kitase explains to us: “We looked at trends in 
the foreign-made PC games of the time, such as 
Alone In The Dark and Heart Of Darkness [and 
so on], and made it our objective to combine 
together smooth action sequences using polygon- 
based characters and clever camera work with 
the insertion of effective CG movies at a high 
level. | believe that we pretty much achieved our 
goals in this regard.” 

When it came to setting and story, Final Fantasy 
VIl would similarly be a departure from series 
convention. While the previous entry in the series 
had a pronounced steampunk theme, the set of 
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environments in the seventh game would vary 
massively from continent to continent, from a 
vast, polluted metropolis to backwater towns; 


The best of Final Fantasy VII's 
many extra tasks and mini-games 





Cur Chocobos 


Catching them, riding them, racing 
them and breeding them — the 
Chocobo element of FFVI/ is a game 
in itself, and becomes bewilderingly 
complex when you're looking to 
breed that lucrative Gold Chocobo, 
which can reach parts of the map 
that even the Highwind cannot. 
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(> Snowboarding 
On the second disc, Cloud gets the 
opportunity to snowboard down a 
mountain. Later in the game, it re- 
$ emerges as a tricky arcade game at 
=. Gold Saucer’s Wonder Square. This 
a mini-game was popular enough to 
justify a mobile spin-off, which is 
naturally only available in Japan. 


Ca First-person shooting 
Visiting the ‘Speed’ part of Gold 
Saucer triggers this bizarre but quite 
impressive first-person shooter 
section, where hitting a high score 
lands you a prize. This is notable 
for its kaleidoscopic visuals, in stark 
contrast to much of the game. 











Cx Battle on Fort Condor 


Visiting Fort Condor triggers this 
intriguing little strategy offshoot, 
where you fund small skirmishes 
to hold back Shinra forces from the 
giant bird perched atop the fort. It’s 
no Age Of Empires, but it shows 
how diverse the ideas are in FFVII. 


(> Motorcycle chase 

One of the nicest surprises 
early on is an action-based mini- 
game where you have to protect 
your comrades from Shinra soldiers 
on bikes by ramming them off the 
road with Cloud's inexplicably large 
Buster Sword. It’s great fun. 


(o> Battle arena 

The only way to get Cloud's 
Omnislash Limit Break outside of 
the finale, and a clever means of 
extending the combat's appeal, the 
battle arena on Gold Saucer is a 
relentless challenge where you have 
to survive successive rounds of 
enemies and status ailments. 





FINAL FANTASY VII'S 
UNSUNG HERO 


Kitase weighs in on the oddly 
high popularity of Zack Fair, 
Cloud's former mentor 


As you may recall, the entire flashback 
sequence where Cloud remembers 
the events in Nibelheim that led to 

sephiroth’s transformation into a 

isted enemy turns out to be a bit 
different. Later, we learn that Cloud 
confused himself with Zack, his 
superior in the army. Ever since then, 
Zack has remained a popular figure 
among Final Fantasy fans, which led 

to the spin-off Crisis Core. His role 

in Cloud’s story makes him a unique 
element in FFVI/I's tangled web. 

“Zack is the vessel onto which 

Cloud twistedly projects his complexes 
towards SOLDIER [Shinra’s elite fighting 
force],” Kitase tells us. “He was created 
by the scenario writer, [Kazushige 
Nojima], as he was trying to build up 
the mystery surrounding Cloud's past, 
and we did not originally think of Zack 
as a major character, but he seemed 

to be strangely popular with the fans. 
Much later on, Zack featured heavily 

in Crisis Core, and Mr Nojima was in 
charge of the scenario for both titles. 
When he first created Zack, | doubt that 
he could possibly have thought that 

we would be delving into the same 
character's story ten years on!” 


» Final Fantasy Vil's Materia system is so deep that it can eventually 
transform the entire rhythm of a battle, by letting you alter the conditions of it. 
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» Even though players could avoid him entirely, Vincent 
eamed his own cult reputation. 








that clash of futuristic technology against these 
remnants of a beautiful old world. 

We asked Kitase to discuss the inspirations for 
the planet's creation, and he graciously passed 
our questions on to FFVII's art director, Yusuke 
Naora. “Initially we wanted to try something new 
by having a corporation as the major enemy 
while still keeping the game broadly in the fantasy 
genre,” he explains, referring to the Shinra 
Electric Power Company. “Having decided on this 
concept, we actively included many steampunk- 
like elements to try to merge the appeal of 
traditional high-fantasy ‘brick-built’ structures 
and sci-fi elements at a high level. However, as 
there was to be magic present in this world, it 
would have been hard to have cyberpunk-esque 
unknown future technology sitting comfortably 
with the other influences, so we tried to keep that 
aspect down as much as possible.” 


aora continues: “On the design side, we 
were also very much inspired to mix 

in things from many different periods 

in a semi-chaotic manner, including 
things from our everyday lives such as the newer 
buildings in Tokyo, the streets of Ginza, and the 
Shibuya station building.” All this led to a laudably 
diverse set of environments, which still felt like a 
cohesive part of the same world. 

The setting was closely connected to the 
narrative — the backdrop of Final Fantasy VII's 
story is that the planet is suffering, being mined 
of resources by the ruthless Shinra, which is 
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also a prominent military force. Yet the central 
conflict of the story is actually smaller-scale than 
that. For the developers, it was more about the 
symbiotic struggle between the hero, Cloud, and 
the calculated villain, Sephiroth, that drove the 
game forwards, as Kitase explains: “Throughout 
the story | really wanted to depict Sephiroth as 
an overwhelmingly powerful threat. However, 

if you have a villain as an actual opponent who 
appears before the heroes then however strong 
or charismatic you make the character, he will still 
feel very much ‘life-sized’ and limited in scope, 
reduced to another minor evil.” 

What source of inspiration helped the team 
tackle this issue? You'd be surprised. Kitase 
continues: “To solve this problem, | decided to 
present Sephiroth indirectly, making the player 
aware of his existence through hints and stories 
but not having him show himself before them 
much. The player sees the aftermath of his 
ruthless deeds but does not arrive at the source 
of the evil for a long time. This was the same 
method used by Steven Spielberg in the film 
Jaws. Finding the butchered President Shinra 
on the top floor of the Shinra building and the 
impaled body of the Midgar Zolom are moments 
symbolic of this approach.” 

Players don’t properly encounter Sephiroth 
until they're around ten hours in, and even then 
it’s in fleeting glimpses — we see him prominently 
in flashbacks, leading to the discovery about 
his sad origins and subsequent breakdown. He, 
along with the attached musical theme, One- 
Winged Angel, would become iconic aspects of 
FFV// upon release. Cloud, the amnesiac hero 
trying to piece his distressing memories back 
together, was an equal point of fascination for 
players. It’s this dynamic, with their subsequently 
explored history of bloodshed and trauma, that 
players hadn’t seen before in Final Fantasy. (yr 


66 We made it our objective to combine 
smooth action sequences with CG movies 


at a high level 97 
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THE GREATEST MOMENTS 
OF FINAL FANTASY VII 


Not featuring Cloud in a dress 


That death... 


You knew it would be this 

— shocking, sad and brilliant 
on the part of the Squaresoft 
team, a certain character is 
murdered by Sephiroth at 
the climax of the game’s first 
act. It's notable because it 

is so brutal, but this brave 
move to take the character 
out of the story meant Final 
Fantasy VII would be forever 
remembered by players. 


Omnislash 

The entire game builds to 
this final conflict between 
Cloud and Sephiroth, 
where the hero slices down 
the grey-haired villain 

in spectacular fashion, 
using his final Limit Break, 
Omnislash. All right, so it 
isn't necessarily the first time 
you use Omnislash, but it’s 
still a thrilling component of 
the game’s conclusion. 


The Weapons emerge 
out of the crater 
sephiroth unleashes 
Weapons on the planet, giant 
boss-style creatures that, 
when put together, look like 
something out of a Japanese 
monster movie. The idea 

of the optional super-boss 

is a Final Fantasy staple — 
here, they’re made a key 
turning point in the story, in 
another example of Square’s 
pioneering FMVs. 


500 years later... 

After the credits, we're 
treated to this brilliant but 
somehow chilling scene, 500 
years into the future. We 
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see Nanaki and his children 
running through a canyon, 
before emerging onto a vista 
that shows an abandoned 
Midgar, overgrown and 

free of the technology that 
drained the life of the planet. 


The President is dead 
When Kitase alludes to Jaws, 
he’s referring to this scene 
where the player reaches the 
top of Shinra Headquarters 
and finds the President 
dead, impaled by Sephiroth's 
katana. It's a brilliant way 

to bring the villain into the 
story, having him lurk just 
out of reach. 


Summoning Knights of 
the Round 


Knights of the Round was 
easily the most lavish 
summon spell in the entire 
series up until that point. 
The animation for the attack, 
Ultimate End, sees 13 knights 
battering the enemy with 

a slew of extraordinarily 
powertful-moves; a just 
reward for the exhausting 
process of breeding a Gold 
Chocobo to get it. 


Sephiroth walks into 
the flames 

The highlight of the entire 
Nibelheim flashback, told 
from the village of Kalm 
early on in the story, is.an 
eye-opening cinematic where 
Sephiroth turns away 

from Cloud into the flames, 
after the twisted warrior 
burns the town to the 
ground. Perhaps the most 
visually recognisable part 
of the game. 


Zack and Cloud escape 
Nibelheim 


In this flashback, the events 
of the Nibelheim incident 
are fully disclosed. We 
learn that Cloud borrowed 
Zack’s identity, and that 
this member of SOLDIER 
was gunned down by 
Shinra outside Midgar. This 
sequence is made all the 
more sad when you've earlier 
encountered Zack’s parents 
in the town of Gongaga, 
where both his mother 

and father are completely 
unaware of his tragic fate. 


Emerald Weapon 
swims out of the 


darkness 

Late into the third disc, 
heading into the ocean 

with the submarine 

gives the player a few 
surprises, including the 

final whereabouts of the 
Turks, Shinra’s agents 
whose paths cross yours 
throughout. That's before 
you see bubbles emerge 
out of the black, though — 
when the fearsome. Emerald 
Weapon drifts towards you in 
terrifying fashion. Brr! It’s an 
absolute bitch to kill, too. 


Getting the Highwind 
Final Fantasy as a series Is 
ingenious in the way it lets 
you manoeuvre around the 
world. When you get the 
Highwind, you can go almost 
anywhere in the entire world, 
a gloriously freeing reminder 
of the diversity of locations 
within the game. 


(» “Furthermore, however far the player pursues 


him, Sephiroth is always just out of reach, and 
because of this our image of him becomes 
more and more idolised and idealised,” explains 
Kitase. “This story structure also overlaps with 
the reasons that Cloud has such a complex 
about his own troubled past, and | believe it is a 
very effective tool for showing the relationship 
between the two characters.” 


ll the character designs and their 
personalities were left in the hands of 
the designers, a break from previous 

. A games, where Sakaguchi would 
oversee their conception. This was also the first 
project where Tetsuya Nomura would be the 
sole character designer, who, having contributed 
work to Final Fantasy V and VI, replaced Yoshitaka 
Amano from the previous titles. A Famitsu 
interview with Nomura (translated by Andriasang) 
explains that Cloud was essentially his creation, 
yet Kitase told us that determining both the 
looks and personalities of every one of Final 
Fantasy VII's iconic cast of characters was 
“largely the responsibility of [Nomura]”. It 
marked a sea change for the series. Gone were 
the primarily medieval, dreamy heroes of Amano, 
and in came a fresh, exciting array of heroes that 
would have an extensive impact on Japanese 
popular culture — not to mention birth a string of 
ideas that would be appropriated into character 
cliches, like spiky hair and giant swords. Amano 
would still contribute character sketches and the 
iconic meteor logo, however. 

The immense back story for these heroes 
and villains was fine-tuned by scenario writer 
Kazushige Nojima, while many of the actual 
narrative ideas came from a unique exercise that 
once again showed Squaresoft’s experimental 
approach. “When designing the game, we asked 
all staff on the Final Fantasy team to submit 
possible episode ideas for character back stories 
and created the overall stories by putting these 
together,” says Kitase. “It was the scenario writer, 
Mr Nojima, who managed to put together a 
complete and detailed story from this massive 
pool of ideas, a process that was much like 
putting together a jigsaw puzzle.” 

This exercise led to an intriguing collection 
of stories across the cast of heroes, with one 
main plot driving it all: the planet’s impending 
destruction at the hands of Sephiroth, where 
he would harness the world’s natural defences 
— known as the Lifestream — for himself. The 
cast of Final Fantasy VII, including the tortured, 
unfocused Barret; last of an ancient race Aeris 
(or Aerith — a misspelling in the game’s 
translation, as you probably know); and down- 
and-out pilot Cid Highwind; as well as more 
esoteric faces like the tomb-dwelling, optional 
companion Vincent Valentine, struck a chord with 
gamers, as their stories dovetailed skilfully with 
the main narrative. 

These small tales, even Sephiroth’s, traced 
back to the all-encompassing Shinra plot device 
— this corporation that is draining the planet of its 
resources. Given that Final Fantasy Vil was made 
in the mid-Nineties, you could draw obvious 
parallels with the real-world environmental issues 





at that time. Yet environmentalism, surprisingly, 
was not part of the team’s storytelling agenda, 
as Kitase explains to us: “We did not particularly 
plan on bringing out environmental destruction 
as a major theme of the game but rather 
intended the story to depict the internal struggles 
of Cloud and Sephiroth. 

“However, if pushed | would probably say that 
this theme was not so much that of concern over 
destruction of the environment but more about 
how we wanted to show how civilisation and the 
environment coexist. Cloud and his companions 
first appear in the game as a group trying to take 
down the Mako reactors, but in the end we see 
them getting help from the Lifestream that is the 
source of that energy, and going forward into a 
future of coexistence with the planet. | believe 
that this theme of how we can strike a balance 
and live in harmony with the environment is one 
that is shared by all of us.” 

The Lifestream is the literal embodiment of 
the planet's energy in Final Fantasy VII, a place 
that all life emerges from and where it returns to 
with the event of death. Its genesis came from 
Sakaguchi, who had come up with the idea as a 
reaction to tragic events in his own life. “When 
we were creating Final Fantasy II, my mother 
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passed away,’ he said in a video to coincide 
with FFVII's release. “And ever since, | have 
been thinking about the theme of life. Life exists 
in many things, and | was curious about what 
would happen if | attempted to examine life in a 
mathematical and logical way; maybe this was 
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my approach in overcoming the grief | 
was experiencing.” 


ith that delicate balance in mind, an 
antagonistic force like Shinra seemed 
suitable — it also presented a fine 
opportunity to go against the curve 
of the last six games. “We had a feeling that ideas 
for villains in RPGs had kind of become stale and 
repetitive, with it always being something like a 
massive dragon or an evil ruler who had acquired 
an ancient power,” says Kitase. “When we asked 
ourselves what a more modern take on a powerful 
evil would be, we came up with the idea of a 
corporation that pollutes 

the environment for excessive profit.” 

The most talked-about moment in this complex 
tale, though, would be the death of a major 
character. One of the conditions of running our 
exclusive interview from Square Enix was that we 
wouldn't reveal this character's name — but you 
know which one we're talking about. Everyone 
knows it. You might have spent hours training 
this character up before the event occurred. (yy 
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role-playing 
games were a huge 
influence on Borderlands. Final Fantasy 
offered many of the standards and tropes 
that are borrowed by many role-playing 
games of today. The engagement and 
motivation that comes from levelling 
up and the draw of collecting loot 
first became clear to all of us when 
we did such things with pencil-and- 
paper games. VVhile many PC games 
applied these principles, Final Fantasy 
managed to capture the design in a 
most accessible way at a time when 
our controllers had only a D-pad and 
two buttons. The elegance of the Final 
Fantasy approach to role-playing has 
inspired a generation. 

In fact, the very first videogame that 
my wife and | played together from 
beginning to end was the first Final 
Fantasy game on the NES. To this 
day, we have fond memories of that 
experience and an irrational loyalty to 
the franchise. | know that many people 
see Final Fantasy Vil as the high-water 
mark for the series, but for me it was the 
earlier Final Fantasy games on the NES 
and Super Nintendo that have had the 
most impact. 
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WHAT HAPPENS 
NEXT... 










Cr Final Fantasy X-2 
Solid and technically superb but 
tonally misfiring, Final Fantasy X-2 
took FFX's timid protagonist, Yuna, 
then popped on some hot pants 
and gave her a couple of guns. The 
game's ‘Perfect’ ending is almost 
worth playing through it alone for 
fans of the first game, though. 


*® Final Fantasy IV: 
The After Years 


Originally released on mobiles in 
Japan, then through WiiWare and 
again on the PSP with Final Fantasy IV: 
The Complete Collection, The After 
Years is a direct sequel that is built 

with the look of the original SNES title. 
The PSP version presents it in the most 
coherent, beautiful form. 
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Csx® Dissidia 012 [Duodecim] 
Final Fantasy 

Forget the stupid title. Aside from the 
unfortunate shortage of new content, 
this sequel to the fan-service-packed 
original is a top-notch action RPG 

that was snubbed last year, no doubt 
affected by the PSP’s atrocious piracy 
rates. Nevertheless, it comes packaged 
with the first game, so get it If you 
have the chance. 
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SEQUELS IN FINAL FANTASY 





(ys It didn’t matter. This character was wiped out 


of the story. Such a brave decision would be 

the defining moment, and it stunned this new 
generation of JRPG fans, and is still the subject of 
much conversation today. 

It is odd that Square Enix declined to comment 
on the sequence, having done so in the past — 
even Kitase himself, back in 2003. It could be that 
the company is hoping new gamers discover 
Final Fantasy Vil through the PlayStation Store, or 
that something new involving the game is in the 


creative culture. We asked Kitase about the team’s 
dynamic at the time. 

“Before FFV// we only really had 2D pixel 
art designers, but for this project many 3D CG 
specialists and designers came in from outside 
the company, leading to an interaction of various 
working cultures that was very stimulating,” 
he says. “All the in-house designers also 
started to learn to use CG tools, and we held 
a lot of seminars and explanation meetings. | 
personally received instruction in how to use 


66 When thinking about a modern take ona 
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pipeline. Either way, that moment was designed 
by Square to create a sudden void in the player, 
to make them think they'd have acted differently 
were they to know it was coming. 

There are more surprises besides, though. A 
major plot point some way into the game sees the 
threat level raised significantly as giant creatures, 
a super-boss motif of the series known as 
Weapons, march into the overworld and heighten 
the drama of the closing act. The Emerald and 
Ruby Weapons are especially tough to beat, yet 
incorporating these powerful entities as part of 
the Sephiroth storyline imbued them with a new 
importance. Kitase explains why the team opted 
to do this: “In all Final Fantasy games, we always 
put in very power tul monsters in the latter parts 
of the game to challenge dedicated players and to 
deepen the gameplay experience, enhancing the 
longevity of the title and giving something to do 
aside from the main quest. We had already got 
the concept of the Weapons as defenders of the 
planet for FFVI/ and so decided to tie that together 
with these play-enhancing features.” 

But the story, despite forever being the guiding 
light for the Final Fantasy series, was matched 
by FFVII's immense technical and mechanical 
advances. Creating a masterpiece of this calibre, 
with such scope in setting and the jaw-dropping 
amount of iconography that would define 
Japanese RPGs from there on, was the product 
of a talented group of people, sharing a potent 










» The game's early Tifa/Aeris choices give you 
an opportunity to damage a girl's self-esteem. 


Alias PowerAnimator, and around a tenth of all 
the character motions seen in the game's event 
scenes were actually created by me!” 


e had to ask Kitase If anything 
changed in development — and, as it 
happens, Square had 

a relatively airtight vision of FFVII, 
with only one change that fans will definitely have 
noticed. “The only thing that we had to change 
during development was the level of deformation 
on the characters. The fact that the characters 

are depicted at different levels of deformation in 
the field, battle and CG sections is a remnant of 
these changes.” Whereas field characters ended 
up being blocky 3D models, the characters in 
battle had far more detail. As Kitase mentions, too, 
you can see this difference in CG movies — some 
depict the characters in blocky form, while others, 
like Sephiroth before the flames of Nibelheim, 

are more impressively realised. It’s a curious 
inconsistency, but of course forgivable in the face 
of the finished product’s other achievements. 

The locations have aged better, thanks to the 
heavy use of prerendered backgrounds. Yet part 
of Final Fantasy VII's appeal to long-time fans was 
the introduction of a fully 3D world map. Despite 
the cinematic touches present in other parts of 
the experience, the world map was seen as an 
updated version of the SNES overworld. “This 
part of the game was not actually all that much of 
a challenge,” says Kitase. “It goes without saying 
that, at the time, creating data for a 3D map was 
hard work, but for better or worse we decided 
to do the map along pretty similar lines to a 2D 
world map from the Final Fantasy games of the 
Super Famicom era, so there were not a lot of 
problems with the overall vision.” 
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“4The concept of this 

area had been finalised as 
a valley and observatory  —— ¢ 
like the Grand Canyon,so |= 
| had the designers put in ~~, 
more of a medieval feel, | 

with fantasy elements 
such as the clockwork ‘cosmic spheres’ 
planetarium and the gyroscope compass. 





























DEVELOPER COMMENTARY 


Gold Saucer 


11 As there were a lot of mini-games in the title, | | 
set the question of, ‘What would an amusement 
park in this world be like?’ and made sure 

: i . ; fi 
everyone had fun when designing this area. 















LJ Junon LI] Nibelheim L] Gongaga L] Corel | 
A port town that is also a As more observant players will This sad little town is the Barret’s hometown-turned-post- 
military base, Junon ts attacked know, after Nibelheim was burnt location of an exploded Mako Shinra-wreck, this is where you 
later on by Sapphire Weapon, down by Sephiroth, the entire reactor, with the citizens can catch the lift to the far more 
where the giant Junon cannon town was rebuilt by Shinra and mourning their lost. Like a jolly Gold Saucer. There’s a ruddy | 
ceremoniously takes it down. the citizens replaced with its sister town of Nibelheim, in superb chase sequence here later 
employees in a cover-up. a strange way. in the game, too. 
L] The Northern Crater 
This is where Jenova landed L_] Costa Del Sol LJ] Wutai LJ] Rocket Town 
about 2,000 years before the start An utterly bizarre, Spanish-style A more culturally differentiated Built around a launchpad, this is 
of the story — a creepy, expansive holiday town with a relaxed locale to everywhere else, Wutai where one of the more interesting 
| crater where the climax of the atmosphere, players could later is the sole town on the far characters, foul-mouthed pilot 
game takes place. buy an overpriced house in this western continent, and marks Cid Highwind, hails from. It’s 
pleasantly different part of the the.only location where the a cheerful moment when they 
world map. heroes team up with the Turks. finally get the rocket into space. - 
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» Aeris is the most innocent character in the story, a 
© and remains massively popular with fans, 


Constantin Jupp 
Assistant producer, 
Media Molecule 


¢ Final Fantasy VII 
made me realise 
that games were so 
much more than just running or shooting or 
fighting. Far from mindless entertainment, 
they could actually stir emotion within the 
player. It’s the game that inspired me to join 
the games industry and help create those 
experiences for others. guy mm 
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Instead, the team had to spend more 
time worrying about the individual locations 
themselves, which were significantly more 
imaginative than their cartridge-based forebears. 
“It was actually a lot harder and took much more 
work realising the fully rendered backdrops for 
the towns and dungeons, as nothing like these 
had ever been done before at the time. Having 
said this, the world map in FFV// did play a very 
important role in the game. After the first part, 
which is spent in the oppressive and cramped 
environment of Midgar, the feeling of liberation 
and freedom at the moment when you step out 
onto the world map is one of the game’s most 
memorable highlights.” That's completely true, 


and zooming around the action, from before 
beginning development on FFVI/. In 1995, we 
created a prototype game based on doing the 
battles from FFV/ in 3D and showcased it at the 
SIGGRAPH convention that year. This test game 
was made with an eye to perfecting the idea for 
the battles in FFVIII." 


ided by the straightforward yet 
endlessly customisable Materia-based 
. ability system, as well as visually 

/ ‘A extravagant Limit Break attacks, the 
asiiteel in Final Fantasy Vil would never become 
a chore. This title also saw the best work of 
composer Nobuo Uematsu, building on his 
incredible music in FFV/ with a series of stunning 
and highly memorable themes and leitmotifs. 
Any poignant, dark or pleasant instance is helped 
along enormously by his work, and he made an 
easy collaborator for Square. “We basically just 
showed Mr Uematsu the character designs and 
the scenario, and had him familiarise with the 
overall themes and images of the game before 
letting him loose. There were no specific detailed 





66 It took a lot of work realising the 
rendered gn a as nothing like them 


had been done be 


and this was a stone's throw from making it into 
our list of favourite moments. FFV// progressively 
puts more power in the player’s hands through 
the way they interact with the world. 


Random battles would remain part of the series, 


but as directed by the SIGGRAPH presentation, 
the actual look of them marked an exciting leap 
between generations. “We had decided on the 
idea of battles in 3D, with the camera panning 


: = . = > 
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»[Top right] The 
Capital is a 


Forgotten 
bizarre locale, and is still 
the most atmospheric 


part of this world. 
» [Bottom left] Dressing 
Cloud up as a woman to 
impress Don Comeo is 
still bloody weird. 
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requests, and he was allowed to create the score 
comparatively freely,” says Kitase. 

While HD technology and high-capacity 
storage media has let Square Enix realise the 
most elaborate of visions with Final Fantasy, 
there is something pure about the seventh game. 
It's such a well-rounded experience that it’s 
obviously the product of a developer at a peak of 
creativity. Being the first Final Fantasy released 
in Europe, and armed with a slightly misleading 
marketing campaign that focused on FMVs over 
gameplay, it turned a historically marginalised 
genre into an international phenomenon. 

That's why there’s always talk of a remake. 

Yet gamers clamouring for this must surely 
realise the potential for disappointment — Final 
Fantasy Vil was a product of the CD-ROM era, 
and everything was built on that foundation. 
To try to replicate that in today’s HD landscape 
would be a fun curio, sure, but we're almost 
certain that it wouldn't surpass the original. 

Still, the constant talk of revisiting the game 
is a testament to gamers’ attachment to this 
world, to these characters, and to the themes of 
identity, life and death that no other entry in the 
series has matched. It is a masterpiece, born in 
the midst of Square enjoying the technological 
revolution laid before it, and justifiably becoming 
synonymous with the PlayStation platform. That 
long-anticipated wait for a remake has become 
reality as Square Enix has released the first 
part of its FFVI/ remake series. Whether the full 
reimagined story manages to surpass the original 
remains to be seen, but we can’t wait to find out. 


Special thanks to Roxana Etemad for her huge amount of 
help with this feature. 


FINAL-FANTASY VII 


CLOUD s SORCERY 


Though there is a whole load of swords for you to 
equip to Cloud that you gather throughout the game, 
none are as iconic as his famous starting weapon, the 
gigantic Buster Sword. ltd never work in real life, of 
course, but then never would Cloud's unfeasibly pointy 
hair. Besides, Final Fantasy Vil is a game about a 
\ \ half-alien madman trying to destroy the planet being 
” ae \\t stopped by a magic wielding team that includes 
// a man with a gun for an arm and a talking cat. 
In other words, forget about realism and 
embrace that badass sword. 


He carries a big sword and 
always seems miserable, but just 
how much do you know about 
Final Fantasy poster boy Cloud? 








TROUBLE) 
& STRIFE | 


A poster boy for angst, Cloud's sullen demeanour 
early on in Final Fantasy Vil has earned him a not- 
undeserved reputation as being a bit of an arse. 
As the game progresses, however, Cloud softens 
up a little as we get to know his backstory and the 
arrogant, uncaring front he puts up is broken down. 
Cloud begins as a former member of elite military 
unit SOLDIER, working as a mercenary for 
freedom fighters AVALANCHE. However, 
there's more to Cloud's past than 
meets the eye... 


SUPERSTAR 


As well as being the protagonist of Final 
Fantasy Vil, Cloud has made a number of 
other appearances. He appeared in the Final 
Fantasy themed fighting game Dissiaia Final 
Fantasy, Kingdom Hearts and Kingdom Hearts 
2, Theatrhythm Final Fantasy and Chocobo 
Racing, amongst others. He's even made 
an appearance in a film (albeit a rubbish 
one) in the form of Final Fantasy Vil: 
Advent Children. 












Cloud is unquestionably the best character in 
Final Fantasy Vil trom a gameplay perspective, in 

part because he’s an all-rounder with high stats in all 
categories. He's got good attack power, meaning you'll 
probably want him in the front row to dish out damage. 
But he's also the second best magic caster after Aeris, 
so you can focus on magic with him if you choose. If 
that's not enough, Cloud's got the most powerful 

Limit Breaks in the game, his signature 
move and final Limit Break being the 
devastating Omnislash. 
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21 years ago, first-person shooters were for PC gamers and Rare made very 
pretty platformers. Then GoldenEye came along and changed everything. We 
oF 1ial=yam Cole [=14 alm (el 0 ame) mi tal-Me)aleliar-|me(=\/-1(e)e)pa\=1alm(=)-1 00am BI-\\(-m Bl ey-| ems) (== 
Ellis, Karl Hilton and Graeme Norgate — to tell us how they turned a film 
licence for a mysterious new console into the definitive console FPS. 
Paul Drury plugs in the joypads... 
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James Bond theme by Monty Norman. 
Used by permission of EMI Unart Catalog Inc. 












Wlemele)act-mani-M'i(e)s(eme\-1m el- El (-181e-16F 
Pp: know who the best Bond is. It’s 
Roger Moore. Wait, come back. We 
have empirical evidence. 
mnlielal@alsr-lmcal-Mo)aleme)me(-\"/<1(0)0)a0|-10] a 


explains Dave Doak, “a guy came in from 
EON who owned the Bond licence and 






creo atclem Oli ml am@elalalcia’AmBl-lilelemelare 
Moore as well as Brosnan. We thought 
has elel(emel-me)ecr-imie)maar-laccitinle miele 
even some screenshots went out with 
Connery in his white tuxedo. Then an 
ra1e|[e1mer-laaiome (ei emice/aame)amalle|am-iale mus 
atcleMcome|-i@g(eme)mia(-Me)tal-)m@=ie)alei-mcre 

on the day we had to take them out we 
played this epic deathmatch —first to a 
hundred kills — which went on for about 
three hours. Mark Edmonds played as 
WWifelolcsm-lale ml" e)ame)vmelal-m 4|/Pm imi clalmele)ivin 
to the wire...” 

GoldenEye's enthralling multiplayer 
ale le](elel emt clg-maglel-melclal (ce m-|amialagleleliare 
proposition. But then the game was 
never conceived as a four-player grudge 
match. In fact, it wasn't even conceived 
as an FPS at all in the beginning. Karl 
ml liCo)aMacters]|omtalomile-)maalele) eine melmiale 
project: “| started at Rare in October 
1994 and they had me modelling cars 
and weapons to see if | could do it for no 
particular game. Martin Hollis wandered 
in — he tended to float around — and said 
he was leading a team to do a Bond 
ef laalema Mem el-iclamalielaliieiaiicie matsmove]aai=ie) ales 
WVinemaal(e|aimel-m[altciect-)(-10m- [ee elmeel0 lect: 
Achy eleralamial-mel- (eae) man monline mm tcl 
dalla). dale pm Olam Greco me: Milisami(e-iae om Bale 
previous ones had been 2D Robocop or 


“© The first thing | did was model the gas 





plant. You could follow a route through the 


evel like in Virtua Cop. Then we decided to 


take itoffthe rails: | ccs 
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~_ PLAY AND 
LEARN CHRIS 


“We didn't know whether 
multiplayer was technically 
possible”, admits Steve. “It 

was an experiment that didn’t 
begin until May... and the 
game came out in August! | 
trawled through the code to 
find anything that referred to 
the player and made it work for 
more than one. | got it going for 
two first and then frame rates 
meant it couldn't work for all 
levels. Karl went off and built 
the Complex and Temple and 
had strict instructions not to put 
more than so many polygons 
and textures on screen. Then it 
was just a case of playing it.’ 
Graeme: “I first saw it as 
four-player split screen and 
said, ‘Wow Martin, you've got 
multiplayer!’ He was, ‘Oh no, 
no, you didn't see that, it’s a 
complete secret...’ The concern 
was that half the coding team 
was being allocated to some 
frivolous thing that might 

not work. The Stampers had 
actually said, no multiplayer. 
Chris Stamper wondered that 
if you had four view ports 

on screen so you could see 
what others were doing, how 
could it possibly be fun?!’ 








» We've lost count of the many hours we" 


GoldenEye's superb multiplayer 


Batman games and they were generally 
awtul. It seemed a risky project.” 


nitially, the intention was to do a 2D 

side-scrolling platformer for the SNES, 

a genre that Rare excelled in after the 
seminal Donkey Kong Country, but Hollis 
insisted the game should be in 3D and 
produced for Nintendo's enigmatic Ultra 
64, which was still in development. He 
also made explicit his design model: 
Sega’s lightgun arcade hit Virtua Cop. 

Karl: “When | got involved, the first 
thing | did was model the gas plant. We 
put a spline (sic) through the level so 


you could follow a route like in Virtua 
Cop, but it didn't go further than that. 
We decided to take it off the rails. Some 
of those early builds had bits missing 
because you'd never be able to see 
them and | remember going back and 
filling in the holes.” 

GoldenEye was forging its own path, a 
departure from the Rare games that had 
gone before. When you consider that 
this was the first project for eight of the 
nine team members, that was perhaps 
to be expected. They may have been 
inexperienced, but they were unfettered 


spent playing 


i 


by expectations of what a game could 
and couldn't be. They turned naivety 
into ambition and the enforced isolation 
of this happy band — “Rare organised 
teams into separate barns and you 

only had keys to your particular cell 
block”, quips Dave — meant that the 
newbies on the team had to find their 





own way. 

“Because it was most people’s first 
game”, explains Graeme Norgate, “we 
did things we might not do again 
because it was too much work. We 
didn’t take the easy route. If something 
sounded like a good idea, it was like, 


‘Yeah let's do it!’ The world was our 


oyster! Only afterwards would you find it 
was a world of pain.” 

At least it was a world of their own 
making. “It was untrammelled by 
arseholes”, explains Dave. “Nowadays, 
publishers get people who don’t know 






ening.o eal h level perfe tly captured the cinematic 


al film. 


about games to run projects. We hadn't 
worked on a gamé before but the 
difference was we were having to do the 
work. Our wishlist of features would 

be things we knew would be ~ 9 
we could do. There was some smart 
hiring and cherry-picking of people. We 
all had ambition and were hardworking. 


That's how he managed to get that much 
content out of us.” _ 
Martin also encouraged the team to 
draw on their love of the Bond films they 

had all grown up with. He recognised 
the inherent appeal of playing as the 
suave hero who had defined cool for so 
many aspiring young agents over the 
preceding decades. No longer would 
you simply be a floating gun as in Doom. 
Now you were England's deadliest and 
coolest weapon. 

Karl: “| remember the first time we 







| got Bond's hand in with the watch. We 


* 





™. 


” Limited shooting and careful movement enabled you to make 


a your way stealthily through many levels. 





scanned it in and modelled it up and 

it had the cuff of the white tuxedo. | 
thought, hey, I'm James Bond! And then 
we put that thing in where the camera 
flies into the back of Bond’s head at the 
start of a level. It tied you in.” 


key part of that appeal was 
the infamous Licence to Kill. 
GoldenEye was a first-person 
shooter of course, but the decision to 
recognise body-specific hits introduced 
a new subtlety to the genre. Shoot a 
guard in the leg and he reacts differently 
to if you 
blasted 
him in 
the 
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chest. Each part of the body was given 

a weighting, expressed as a fraction. 

Hit a limb or the torso and your enemy 
would be pushed closer to a damage 
count of one and death. Or you could go 
straight for the head. A bullet in the brain 
equalled one. Instant death. One-shot 
kills became very popular. 

Headshots were not only disturbingly 
satisfying though. They created a whole 
new way to play. Dave explains: “The 
way detection worked was very simple 
but fundamentally changed the set-up. 
Whenever you fired a gun, it had a 
radius test and alerted the non-player 
characters within that radius. lf you fired 
the same gun again within a certain 
amount of time, it did a larger radius test 
and | think there was a third even larger 
radius after that. It meant if you found 
one guy and shot him in the head and 
then didn't fire again, the timer would 
reset. It wasn't realistic but it meant the 
less you shot, the quieter you were, the 
less enemies came after you. If an NPC 
that hadn't been drawn and was just 
standing in a room waiting was alerted 
by gunfire, it would duplicate itself and 
one went to investigate. You can see it 
happening sometimes — if you go to the 
right place and make a noise, you see 
more enemies spawning.” 

Stay hidden, keep quiet, make every 
shot count... almost inadvertently, 
the team had invented stealth 
gaming. Of course you could 
still go in all guns blazing, but 
once players got to grips 
with the sniper rifle and 
realised that enemies 
had distinct blind 
spots to exploit 
— they could 
only ‘see’ 





» The sniper rifle, a joy to use and essential for getting the drop on the enemy. 


you if they could walk to you ina 

straight line, meaning you could peer 
out from behind cover or line up a 

fatal headshot through windows -— the 
sneaky approach was not only very 
appealing, it was vital in successfully 
completing many of the game'’s trickier 
missions. It was a surreptitious tactic 
that emerged naturally, rather than being 
pre-determined. 

Karl: “When we had plenty of film 
material, we tried to stick to it for 
authenticity but we weren't afraid of 
adding to it to help the game design. It 
was very organic. Dave would come in 
and say he needed an extra door and 
a room somewhere and wed add It in. 
Back then, it was so much quicker. It'd 
be half a day’s work to add in a new 
corridor and a room.” 

This sense of freedom to try new 
things, to experiment with level 
design, play it exhaustively and let the 
experience determine what direction 
development would go was crucial to 
how the team worked. They weren't 
enslaved to a rigid design document, 
meaning everyone could contribute to 
game design. Nothing was set in stone. 
Not even the hardware. 


onsidering how the finished 

GoldenEye feels so suited to 

the N64, it’s easy to forget the 
machine didn't exist for the first year 
and a half of its development. The team 
was using SGI Onyxs, hugely expensive 
silicon Graphics machines, guessing 
at what the specs of Nintendo’s new 
console might be and using a butchered 
Saturn controller to playtest. As it turned 
out, when they finally received the 
finished console they were pleasantly 
relieved. Despite costing a fraction 
of the SG workstations, fortunately 
Nintendo had come good on most of 
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GOLDENEYE 







M SPEAKS 


We managed to catch a word 
with the man responsible for 
overseeing the GoldenEye 
project, Martin Hollis. So, 
having assembled his team, 
were they a handful to 
manage? “That's a cheeky 
question”, replies Martin, 
“and | like it. I'm not a terribly 
dictatorial manager. Oh they 
were fabulous because we 

all fitted together so well. 

We did have a shared vision, 
which happened naturally and 
everyone knew what Bond 
was about which helped us to 
get there. So no, they weren't 
difficult to manage. Now if 
you asked my management 
about me, they might tell a 
different story...” 

Martin continued to lead 
the team as they began work 
on Perfect Dark, but left Rare 
in 1998 to set up his own 
company, Zoonami. Visit 
its website www.zoonamii. 
com for a transcript of the 
fascinating speech he gave 
at the European Developers 
Forum in 2004 on the making 
of GoldenEye plus details 
of the company’s recently 
released game, Zendoku. 
“Think Sudoku meets ninjas”, 
he says helpfully. Martin’s 
favourite Bond girl is Jane 
Seymour and he assures us 
he could have triumphed over 
his former colleagues if he'd 
been part of the developer 
deathmatch and we've 
convinced him to be a future 
castaway for Desert Island 
Discs. Result. 


St 3 “ ee = ; 
Wireanlelntciasl ie ’ 


Pe a |, 
Of be? Pe? eee OF be eT di 
2) 1 ee ee 
VE Cli ie ad Bene SUR, 
| af Feel teil Heike - 
ane a, 
k _ 
a — 7 
| = = ie c 
=, 
ra 2 —_ 
asic : 
=f al 
| ms 
cod 










FREE AT LAST 


While GoldenEye was 
Tarcitae|aatsiale=1m iam ele) eleit-latiiare 
the console FPS and introduced 
a myriad of new ideas to the 
genre, the game has a very 
tangible legacy to those that 
worked on it. Steve: “Free 
Radical Design was set up 

on the back of GoldenEye. It 

(cto Retcmcomsy(e)a\ialememe(=\- 1m | amaals 
first place. It opened doors 

for us to do what we've gone 
on to do.” FRD has gone on 

to become a major creative 
force in FPS development, 
producing the JimeSplitters 
series and currently working 

on Haze for PS3 due out later 
this year. Success has seen the 
'  Nottingham-based company 
grow enormously and with 160 
employees and relationships 
with publishers such as EA, 
Ubisoft and LucasArts, have 

the boys ever considered going 
back to Bond? Karl: “It’s been 
suggested at times by people, 
but publishers have to pay so 
anleleinmce)migl-Mofe/senlimciaecmis 
puts them off. Actually, it would 
ie]-Me[elele meme (eM Gle)(6/c1¢] = (= 

elerel amu ida matci vm (cle alale) (olen, 

and do things we wanted to 
first time.” Before we all get 

too excited though, he adds: 

“If FRD did a Bond game I'm 
sure it would be good, but 
there’s no GoldenEye magic 
dust you can sprinkle on.” 





its promises. “The processor ended up 
being three quarters of what they had 
told us", explains Steve. “We had to cut 
the textures down by half.” 


nfortunate, but not a disaster. And 
U they coped with the reduction in 

admirable retro fashion. “A lot of 
GoldenEye is in black and white”, admits 
Karl, rather surprisingly. “RGB colour 
textures cost a lot more in terms of 
processing power. You could do double 
the resolution if you used greyscale, so a 
[oja\\-cl-melelat-miL<cmigt-] em im malcic1e(-10m-melime)| 
colour, I'd add it in the vertex.” 

As their semi-colourful Bond world 
was taking shape on the small screen, 
the film it was based on was nearing 
ore} pale)(cit(e) amb al-W(cr-lpamar-(@M(cie-)\V210 meals 
script very early in development and 
visited the set at Leavesden Studios, 
aleler-i-1e Mi al-|ame) (eM ave]|(-Mate)'e-mr- (ele) ale 
half a dozen times. “We had really 
good access’, says Karl. “We could 
ViVc] L@rslaWAriiaisigcm=]a(eme)ale)celeie-/e)amuniarels 
we needed. After the first few visits, | 
realised we needed textures. | started 
taking photos of walls!” 

Visiting the filmset undoubtedly 
al=)|elsiemers)gals)ala@ialsmerelgaiemve)alemlamial= 
faaliale (cme) lal-m(st-|a0Mmelll aim.) (.oma-laallace(s(e| 
atclacMUarcl@ calcio (ole @ulrciomile dale MAA ATi (= 
trying to release the game in tandem 
Vitam iaomillaamar-(emalc\"-1mel-\-] mee) aryle(-ig-10 
eMYit-]e)(om e)g0)eles-i(e)ammtglomealelele|slmelai 
not appearing until the next Bond movie 
hit cinemas instilled an understandable 
sense of urgency. 


bottleneck to take out enemies. 


F 


steve: “It’s not your university project 
Tim Stamper told us one day! As heads 
of Rare, the Stampers probably had to 
make a lot of excuses. That's what we 
have to do these days. Why isn't it out 
yet? Why is it crap? We never had to 
answer those!” 

Perhaps the Stamper Brothers’ 
fe]actelccrci@ee)alialelUlilelamiemGle)/e(c)¢)_ZeR Tels 
c-)ale are me)am-10(eam-lalel0lia(-tom-]plem-li(e\iaiale 
ldglom (cre anmtlaal-mceme(s\"/-1(¢)0h-me]DNe(-|pe\omia 
what were still uncharted waters. Being 
able to play Mario 64 on the new console 
was a key influence. 

Dave: “When Mario arrived it was 
clearly a step forward. Martin was 
obsessed with the collision detection, 
which was obviously doing it in 3D 
and GoldenEye was essentially using 
a 2D method. And our story was only 
about shooting stuff — we needed other 
daliale Mn AY ceo) fc] mccieM ele iadialem (ame)e)(clegh ot 
like meeting people in a level and back 
dalslamtarim@la\ve)\ycre le) aa(sMese)gale)|(er-1(-10WA\p 
mialeliarem=ie)aicpmelUlleliaemallaamiaicelece|am-lare| 
eat-l.4iavemaliggme|-ieele(-M-ve)]aa(-)caliale pen arale 
wasn't easy! Other levels, you could hear 
the barrel being scraped — collect five 
arbitrary pieces and go here, but Mario 
had plenty of that shit, which is pretty 
boring. We punctuated it with stuff 
[icemelem-|aceme)(e\u mialcminliare mel onm ml coments 
canisters at the end of Arkhangelsk. It’s 
Tamale willeam-lale ma iemeele (em at-\ om elias.) (6) 
(e[om alciaci-1 (eM ©)actss-WP, Gem Col amarclemeleliimtar-le 
Tamale or-(e1,<e[celelacemolUimimu lemme leliare 
eM ->.40) (ele (<a o]0]MUvelel(e|amala@el-mal(e-mi ale 
did? So the canisters became a ‘prop’. A 





» Ahh, the beauty of the doorway. It provides a perfect 


aby 


»| 





aa 
‘ 
a 







's)(olelo\vae)(eme)celomm~\alemial-m-).40)(el-1[e]amal-[e| 
Com ol-mo)[eM-jale]0(e/amconeat-\-) @velem-\ ui icealiale 
one object with another. But then if it’s 
a gas plant, shouldn't we have gas? We 
can’t do f*cking gas, but we have got 
fog... maybe we could change the fog 
settings? Can we use that more than 
once? Maybe in the Egypt setting?” 
melarcmerclanlom i /idnmanle)acmtatelamiccmrel ls 
share of wanton destruction, the team 
eleler-|aalsMaclaatela.tcle)\ me (elele mr) anche) (ale p 
iiatcmeclet-lme)amanielit/e)t-iv)manlele(omicw-[ec6l-li\y 
Fe] ame)|melae| anc: qe li-Mauial(eam:>¢elt-lial-m tals 
eifelUcelialets-Me)amcalsmele|alem-lalem-le)aal-itiaaters 
whole levels were created with the 
detritus they had to hand. 

Karl: “As the engine got better, we 
were very good at reusing things. We 
decided we'd do the meeting room 
from Moonraker, which | just loved. We 
couldn't do it round, that was just too 
expensive, but we did a square version 
Tae miial.core MMU itamel=)ialemelale(-lmtal-mojsl0lad(on 
Dave said those chairs just have got to 
fold down like in the film so we did it 
WiV/itame (ele) m@eele(-Muma-laal-lpnlel-1me)al-Meal-1 (9 
always folded wrong, but it would have 
it). lamcom sale (eameele|ialemceme|-imimecelslemle 
was like, hey, leave it as a bug! The 
shuttle was made from reused satellite 
textures and to make it take off, we used 
grenade explosions. That whole level is 
re)aaisialiare Mela Me)(e Marcle a (e])emmelel al acme) ats 
eM ialemaliessia ele) dale ae 

GoldenEye was always good at giving 
WolUmtal-m 0)(eme)(e(0)-Muicelanmaa(-Mele-laat-itle 
e]Ujare[siom[elgalemele) am =)'(-1(e]anle)aycmel-lan 
elm catsme)el-]al are mem isl-milgrc|Mojalele)molelme)s 


HEPO” 


niizer @bD 


From left to right) ren Steve and Graham were more than ha ppy to revisit 
GoldenEye's multiplayer when Retro Gamer turned up with its N64. 





» Here’s the man himself, tuxedo noticeably absent. 


the Antenna Cradle, but much of its 
enduring charm is in the detail. Bullet 
holes in glass, graceful forward rolls, 
lareitcwel=)ipleme)(eliamelamalsr-(etm-lale Maal 
knocking knees of terrified scientists. 
“Those are Duncan Botwood’s knees”, 
laughs Karl. “He wasn't a professional 
actor, he was one of the team! There 
irs tomo) al Nae) alom e)(e Mm aale)t(e)accors|e)(0|a-m-j plele)t 
and we realised someone was going to 
surrender at some point, so it was, ‘Put 
your hands up and shake your knees’. 
Then it would be, ‘Stand there and we'll 
push you over’. | think we must have 


breached Health and Safety quite a lot...” 


Graeme: “Duncan’s line was, ‘l had to 
die a million times for GoldenEye’. There 
were plenty of times when we'd get him 
to close his eyes and he didn't know 
VVial=lamalem i's lome le) ale mcomelom ele l-ial-1¢ Ml a= 
went through a lot for the game. There 
ViVclom @) (ole le i 


nearest warm body was put to good 

use. Alongside the faces of Pierce 
Brosnan, Robbie Coltrane et al, Bea 
Jones scanned in virtually all the staff at 
Rare. At the start of each level, five faces 
from the extensive collection are picked 
rel eclave(elaabelaceme)(e)al core me)a meats Melero (= \-1 | 


| t wasn't the only occasion when the 


your adversaries. All the development 
team are in there and Karl remains rathe 
e)gel0 (ome) inom ant-lal\acverslmr-le(e (cle mcem alt 
own mug. More cameos were to follow, | 
explains Steve. 

“There are a few monitors in the 
game — one has Dave in sunglasses and 
a Russian hat Karl had bought in Berlin, 
there's one with Mark in a bowler hat) | 
on a skateboard and another has Karl. 
doing a Python silly walk. We were just 









trying to make the monitors seem alive.” 
yAWale)t=|0)(-me)aalist-)(e]a-lacmlalsie)f-i00) 01-15 
Brothers, who declined the opportunity 
to have their faces featured in the game, 
perhaps wary of giving employees 

the chance to shoot their bosses at 

close range. But the brothers’ faith in 
1dalem ©)ge)(=1e10m o)ce)t-le( ale miaiom<=r-]e0miee)an 
folelecjie(=Miait=)ai-lc-lale--lelemeliialemiai-lan 

the space to produce the best game 
they possibly could, means they can 
hold their heads high. So many of the 
things that make GoldenEye special — the 
bonus Aztec and Egyptian levels, the 

Al that sees guards dashing for alarms 
and the wonderful multiplayer mode 
(see boxout) - were the result of not 
having to rush out a product to meet a 
demoralising deadline. 









stahing | me Id had a week and 
olUle/aMalmenlciqcmar-(emel-1-)ammtal= 


algae out ite) be. The entire team flew 
out to E3 in 1997 to present a 99 per 
cent complete version of GoldenEye and 
While the game was well received, no 
fe) tem elgczelie:(clemtal-We)al-lale]aalial-] moe lerel-l-t- 
ii sFel@mce)|(oyy-1eM-Wcsc-le(el-luigre msm anliii(ele 
(era) e)istomrinicl i= ie) MUNe) ele uulelsmelalemle 
remains the biggest selling N64 game 

in da\smOroy-Veeleicelejiale Wie ]s(emey ma @ler-] a] )-) 
Of Time and Mario Kart. “Actually, | 
/ as concerned it wouldn't be able to 
compete with Turok”, admits Karl. “That 
lofe) <eTo Mo ter and had a better frame 
rate... and dinosaurs!” 

Laughtene cel 8] ace W-lalom-lam-|e)0)ge)e)gr-)(- 
#pactire for alc (ctclaamcon elie qui emiateiis 
revisit the game that marked 
heir entry, into the industry. As Steve 







Dive through ldalome)elcialialem (c\V/cle 


memories are triggered like sticky 
mines. How Martin had done a 3D gun 
barrel that had to be dropped due to 
frame rate is SUES; how code had been 
written to let you drive the van, but it 

sl kiclemtolel many 'e)ge)8)(-1aal-m mele mee)! 
t t e vehicle s uck In a dead end; how the 
unreachable I Elae Mell Relais Milalan tile 
distance lixelaavecicovental-Mer-lnaMelale intl" 
had a solitary guard patrolling it; how 
rere wae Mat-loh CoM elel-lhe-iae-liamaielimcyeitlgs 








» The name's Bond... James Bond. 


as ‘floor’ so guards could ‘see’ you, 

WiVAl (Cla manlsr=|f)M@eals\Mnelellemeleerls(e)atell iv 
[etc]e mele) ae) m olU ia) <clgcmial->.40)|(e-]0)\ Amy A\melals 
point, we were going to have reloading 
(ole)a(smeyvminl=me)l-\is]melale)(elereliarem-jare 
ctrlatciclatiale mi tal-Maelanle) (cm er-[e ae)amant= 
controller”, remembers Steve. “Nintendo 
weren't keen on that idea and | think it 
allel alm@mar-\\cer-1ncs\ccre mtal-m e)-[e]|8(e = e)| an 

So to the main event — a ten-minute 
deathmatch — and as our four agents 
trade headshots and insults, they start to 
reel off the things GoldenEye pioneered. 
The sniper rifle, the gun disconnected 
from the camera, the civilian Al, the 3D 
explosions, the environment mapping 
(fete) ares (es-1-1\\ar-l aR allanacie lacie clare! 
you'll notice a low resolution reflection 
of your surroundings), body-specific hit 
reactions and the tasty option of dual- 
wielding weapons. “Didn't Halo 2 invent 
that seven years later?” chuckles Karl. 
The list goes on, yet more fundamentally, 
they proved that a story driven FPS, a 
genre previously confined to PCs, could 
agle}anle)ame)am-Wee)arcie)|-mm @iel6lali(ct-i-me)aalc]g= 
have followed, but Go/denEye remains 
a benchmark. 

And the winner? Appropriately 
enough, Steve, the creator of the 
malblie]e)(-\"/=)maalole(=migt-im@=\/-1a1e)a(om(e)\c10p 
nicks it by a single critical kill. Then the 
defeated trio realise he’s been playing 
as Oddjob, whose diminutive stature 
bestows a distinct advantage and the 
room echoes with cries of cheat and 
olcjant-lalelomie)mr-maciaat-l(elar 

GoldenEye: still inflaming passions 
twenty one years on. 





GOLDENEYE 








» Dave Doak discovers that he still has that multiplayer 
magic. Just not enough to beat Steve Ellis. 


__ For the motion capture, AN(=Xo Ke(=im BU] aler-] ance 
close his eyes and he didnt know when he was 
| ppl to be pushed. He went through a lot for 


the game. There was blood ~ 


| | GRAEME NORGATE ON WHY THOSE GUARDS LOOK LIKE THEY RE REALLY FEELING IT 
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Okay, that takes care of 


As the fifth numbered instalment of the franchise hits the shelves, 
Steve Holmes journeys to Shadow Moses to take a look at the bevy 
of groundbreaking features that made up one of the most special 


videogames ever made 


EIALGEA 


Se * eee = 


here absolutely had to come a time 
when videogames became like movies. 
We're desensitised to it now, having 
experienced the explosive set-pieces 
of Uncharted, the masterful pacing of The Last 
Of Us and the grandiose narratives of games like 
Heavy Rain, but another game hit all three of these 
buttons and did it a long time ago. In Metal Gear 
Solid, achieving a cinematic effect didn't reside solely 
in graphics, voice acting or cinematography, but in a 
glorious cocktail of all of these individual facets and 
more that resulted in what is still one of the greatest 
overall presentations of all time. 
Coming off the back of two Metal Gear titles for the 
MSX, Hideo Kojima and his team had endeavoured 
to develop Metal Gear 3 for the 3DO in the mid- 


PIXEL PERFECT 
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Nineties after the release of Policenauts Tor the ill-fated 
multimedia console, but development was soon shifted 
to Sony's PlayStation. The intention was to build a 

truly cinematic stealth experience that would garner 
the reputation of being the greatest PlayStation game 
ever made, and looking back at it now — to play it again, 
slowly and thoroughly, after all these years — really does 
encourage that way of thinking. This was a game that 
was light years ahead of its time back in 1998 and still 
offers a more accomplished and considered experience 
than most triple-A games since. 

From the very start, Kojima’s desire to create a 
videogame that bore all the hallmarks of a movie Is 
apparent, as Solid Snake infiltrates Shadow Moses 
island to prevent a terrorist cell from launching a nuclear 
weapon. The terrorist group, made up of ex- 4 


One of the best things about Metal Gear Solid was its vast array of 
‘weapons and items you could use 





STINGER 










































METAL GEAR SOLID 


This was a game that 
was light years ahead of 
its time back in 1998 





Les Enfants 
Terribles 


The games that followed 


METAL GEAR SOLID 2: 
SONS OF LIBERTY 2001 
@ The most derided MGS game caused quite 
the stir when it was released, by shelving 
Snake as a protagonist for new guy Raiden. 


METAL GEAR SOLID 3: 
SNAKE EATER 2004 


m@ Many people consider Snake Eater to be 
the best game in the series. The mechanics 
were miles ahead of anything on PS2. 


METAL GEAR SOLID 4: 
GUNS OF THE PATRIOTS 2008 
# After learning that he has little more than a 
year to live, Snake takes on one final mission 
— the assassination of Liquid Ocelot. 


METAL GEAR SOLID V: 

THE PHANTOM PAIN 2015 
m@ The Phantom Pain is set in an enormous 
open world and sees Big Boss embark ona 

path of vengeance through Afghanistan. 











KETCHUP 


| 


KEYCARD STUN GRENADE SOCOM 
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» Cameras are everywhere, but thanks to your Soliton 
Radar, they're easy to avoid with patience. 


Snake, there’s an elevator there you 


can take up to the ground 


» Much of the story exposition in Metal Gear Solid takes 
place during Codec conversations. 


Even though youre playing from what Is 
effectively a top-down perspective theres a 
tangible sense of control to what you're doing 


> members of the special forces group 
FOXHOUND, are demanding delivery 
of the remains of Big Boss, a legendary 
war hero that Solid Snake defeated with 
a makeshift flamethrower at the end 

of Metal Gear 2. It's a quintessential 
action plot, really, and it's only later 

on that you start to feel the narrative 
flourish into a web of interwoven 

plot lines, character relationships and 
government conspiracy. Only Metal 
Gear Solid 3: Snake Eater has managed 
this clarity of storytelling since, when 
you look at the rest of the franchise. As 
for FOXHOUND, it still stands as a truly 
memorable rogues’ gallery with a varied 
roster of boss fights that required a 
different approach and different 

items to best. 





HESTORHE LIFE 
IUBMIT 


Weyemnotitinished yet 


SECRETS 
AND LIES 


Five of the numerous hidden 
moments in Metal Gear Solid 


DEAD OR ALIVE 


@ After your first scrap with Sniper Wolf, you're 
interrogated and tortured by Revolver Ocelot. If 
you submit to torture, Meryl will be killed and you 
escape with Otacon at the end instead. 


GOOD VIBRATIONS 


@ In this scene that occurs in the midst of Snake's 
torture, Naomi Hunter offers to comfort him by 
stimulating the nanomachines inside his body, 
making your controller vibrate in the process. 


IRRITABLE BOWELS 


@ The soldier that Meryl knocks out and 


raphics were considered to 
be pretty decent back in the 
day but, alas, as with most 
polygonal games of that era, It 
looks rather dated now. This is perhaps 
the one area in which the game hasn't 
Stood the test of time, but if a better 
looking version is what you're after 
then 2004's The Twin Snakes for the 
GameCube has you covered, although 
this version of the game made quite 
a few changes and had Snake leaping 
around like a ninja. 
If you can ignore the muddy aesthetic, 
though, there's a sense of realism in 





the gameplay subsequently ends up guarding an imprisoned Solid 
» Metal Gear Solid was one of é 
the many killer apps available for Snake is Johnny Sasaki, a recurring character that 
\ Sony's PlayStation. eventually marries Meryl in MGS4. 


EGO ATTACK 


m@ Psycho Mantis does a great many things when you 
encounter him, but there's a moment where the screen 
clips and then fades to black, with the word HIDEO 
appearing across it. This joke is repeated in MGS2 


MIND READER 


@ Before the boss fight, Psycho Mantis famously 
reads your memory card to see how much you've 
saved and how many times you've died, as well as 
other games that you ve played before. Creepy. 


METAL GEAR SOLID 


—— ALL in THE GENES The DNA of Metal Gear Solid 


005 METAL GEAR 
@ Segas O05 is often CASTLE 
credited as being WOLFENSTEIN 


the first ever stealth _ | @ Another early stealth title that 
| game, and even laid foundations for what Hideo 
features the ability to Kojima would popularise for 
hide in boxes. modern times with 
Metal Gear Sottd 
You can sneak past 
guards andeven —4 






B Hideo Kojimas 
MSX original was 
essentially the 
backbone of what 
hed create for the 
PlayStation. 





impersonate them. 


SNATCHER 


# One of Kojima's earlier titles, 
Snatcher brought adventure and 
sci-fi together — two things that he 


HOSTAGES 


@ Developed by New Frontier, 
Hostages had you infiltrating 
an embassy and rescuing, you 





guessed it, hostages. 





1994 


POLICENAUTS 


@ Kojima began to hone his 
storytelling craft with his science- 
fiction opus. A poster forthegame 
can be seen in Otacons office. 


PiCKED LF SOME Asoo, 


that still holds true today. Kojima and 
his military advisor, Motosada Mori, 
worked hard to ensure that the military 
aspects of the game were authentic, 
with the use of suppressed weapons, 
chaff grenades and mine detectors 
contributing to a more serious military 
simulation than many of Metal Gear 
Solid's contemporaries. Obviously, there 
was a lot there that was exaggerated 
—nanomachines aren'ta thing, funnily 
enough — but the attention to detail 
remains to be startling. Each weapon 
feels intuitive, and even though you're 
playing from what Is effectively a top- 
down perspective there's a tangible 
sense of control to what you're doing. 
And this sense of realism extended 
to the game's ace in the hole —Its 
stealth. We can remember playing the 
demo version of Metal Gear Solid prior 
to the game’s release and being blown 
away by the ability to huddle against 
walls to avoid line-of-sight detection, 








later explored heavily in MGS. 





FINAL FANTASY VI Schpeldser: eu ber voted 
@ Given Metal Gear Solia's se 
narrative focus, it's easy to see 


Mn ferhinaloggy reigns 
¥ 'F F 


how Square's franchise could 
have had an influence. 


GOLDENEYE 007 


B Kojima has said 
before that hes a 
| massive Bond fan, and — 
we like to think that this 
timeless shooter imparted 
some inspiration. 


MET. 






the way that you could knock on a wall 
to distract an unsuspecting sentry and 
the fact that your footsteps left tracks in 
the Alaskan snow that could be tracked 
by the enemy. We'd just never seen 
anything like it before, and although such 
mechanics are child's play nowadays, 
they really stood out back in 1998. 


f course, if you wanted to 
experience complete and 
utter realism you wouldn't 
be playing a videogame, and 
Hideo Kojima, as you'll know If you've 
played Metal Gear Solid or any of tts 
sequels, understands this better than 
most directors out there. There are 
numerous occasions on which there's 
a nod toward breaking the fourth wall 
with a little Knowing humour, like Meryl 
shrugging towards the camera when 
you tread on a mine before Sniper 
Wolf and the references to pop culture 
when you're desperately trying to 





» In this early confrontation, Kojima forces you to resort to 
shooting rather than sneaking. 


16a 192 





» Environments are pretty varied, considering the fact that 
e the whole story takes place in one location. 
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E OSS Le US + Pitted against Solid Snake were the ruthless and deadly members of FOXHOUND, a 
tank, a helicopter and a massive robot. Easy 
BOSS 7 
VULCAN RAVEN (TANK) ‘LIFE 


m@ When you leave the hangar after WoLe™ 
defeating Ocelot, a very large man ina 
very large tank is waiting for you. This 
is your first showdown with the 
shaman, Vulcan Raven. 
HOW TO BEAT HIM: Grenades are 
essential for this fight, and you should have 
some from the second floor basement in 
the first area. Crawl until you can get near 
REVOLVER OCELOT the tank without it firing its main gun, and 
# A gun-toting, duster coat-wearing ; then run around it to avoid machine gun 
nonsensical old Russian chap, Revolver fire and keep lobbing grenades. You can 
Ocelot eventually proves to be pretty . also use Claymores to slow him. 
much the most important character in the || DIFFICULTY RATING ii up ii id ‘ bs Hil , 
franchise later on, yet his appearance here 7 
is pretty demure. _s . iS | tA) Ta ye (/ — ) 
HOW TO BEAT THEM: As youre in a small ary ‘. — 
room filled with C4, the first thing to bear 4 | | EEE Aes 
in mind is not to shoot across the room & . 
at Ocelot, but instead pursue him round pea, 
the edges and pick your shots carefully. 4 | | , LIQUID SNAKE IN HIND-D 
Change direction regularly and wait for ) E | @ At the top of the longest staircase 
openings when he's reloading. 3 ) : — 7 » 0. in videogame history, Liquid Snake 
DIFFICULTY RATING 4S 0S000008 ike attacks you in the Russian gunship 
you saw earlier. 
HOW TO BEAT THEM: Use the big 
@ You hear rumours of the ninjas exploits block in the middle as cover and trust 
as soon as you arrive in Shadow Moses ; ) ; your radar. As soon as you've locked eee er ee 
and he's not to be underestimated : rs; on to the helicopter with your Stinger, 
(especially on harder difficulties). Gray Fox mee I | hit Square, then RI to un-equip and 
is central to the plot. in | dash behind cover, as Liquid is sure to 
HOW TO BEAT THEM: In the first few s retaliate immediately. The heatseekers 
minutes of the fight, engage him in — hurt a lot, so be sure to grab cover. 
fisticuffs — if you shoot at him he'll deflect dae = DIFFICULTY RATING BUSSSUHERE 
your rounds. Once he starts vanishing, use 
Chaff Grenades to mess with his suit and pe ee a ae 
go to town with the FAMAS. Be sure to 
= : avoid his plunging attack — it hurts. SNIPER WOLF (PAR i 1) 
_ DIFFICULTY RATING | | LETT | | | i | g After defeating Mantis and making 
a your way past some wolves, you reach 
a long passageway. At the end of this 
passage lies Sniper Wolf, who very 
quickly makes herself known. 
HOW TO BEAT THEM: First off, run back 
to B2 in the first building and grab the 
PSG-1. Lie as close to the edge of the wall 
as you can, pop some Diazepam to steady 
your aim and follow her with your rifle as 
closely as possible. Dont give her enough 


PSYCHO MANTIS time to shoot and this fight is easy. i 
@ If you've never heard of this boss fight then where | — — wey DIFFICULTY RATING PEPE TT TTY | = ' ie - | _— 
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have you been hiding since 1998? Mantis is a psychic, = re | ascpeaa 1J5 


and takes control of Meryl to make her try to kill you. HERI wat a FF | 7 ae 

HOW TO BEAT THEM: Immediately switch your ‘ ME 

controller to Port 2 and the rest of the fight should be 

a doddle. He'll throw all manner of things at you from 

around the room, but learn the patterns, keep moving 
and he'll soon topple. It should be a given that you're 
best off punching Meryl rather than shooting at her - 







you don't want to kill her. 


piFFicuLry RATING HEGHRGHEEE Zane i 44 
pilpiealaada pe RATION 
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METAL GEAR SOLID 


_ SNIPER WOLF (PART 2) VULCAN RAVEN 
@ Soon after you've downed the chopper, Sniper Wolf @ Upon reaching cold storage, Vulcan 
returns as promised, firing at you from across a barren, Raven returns ta do battle in the 
blizzard-stricken plain. company of an enormous minigun that 
HOW TO BEAT THEM: As long as you can keep her in i he's taken off a fighter jet. 
your sights at all times there's no real excuse for losing HOW TO BEAT THEM: This fight can 
this fight. Her shots hurt a lot, but if youre being alert be tricky as Raven can see further 
then you can pretty much lie still and fire as soon as than any other enemy in the game and 
she pops her head out. simply cannot be engaged head on or : = 
pirricutTy RATING SSSSHREREE you'll die very quickly. Watch the radar sl es >a all 
; and get behind him with the Stinger or 
; a BOSS 8 4 the Nikita, and keep moving at all times P save the bloody game and Mei 
‘ or you're screwed. Ling just won't shut up. It's an intricate 
DIFFICULTY RATING SUSSUREEE balance between action, stealth and 
the occasional smirk that works so 
well, when on paper It sounds like 
it shouldn't. Perhaps the most cited 
moments in the game are when the 
fourth wall does, in fact, come crashing 
down, It almost feels like a waste of 
time mentioning the Psycho Mantis 
encounter in the game's first act, as 
you d have to have been living under the 
sea since 1998 to not have heard about 
his ability to read your memory card, 
to make your controller vibrate and the 
fact that you needed to swap your pad 
Cire | | to Port 2 to beat him. This is the sort 
ne a | | | of quirkiness that seems to be missing 
OO from modern games. It's still surprising 
METAL GEAR REX just how effortlessly the mood switches 
§ This is the big one. After entering from self-knowing to hard-nosed, for 
the PAL Key, Liquid Snake activates instance when Revolver Ocelot tells you 
Metal Gear and attacks you with it in a to mash Circle and not to use a Turbo 
massive hangar. controller or he'll know, before ruthlessly 
HOW TO BEAT THEM: Keep throwing electrocuting you. 
Chaff Grenades at all times — this way But the most important to MGS is 
REX's heatseekers will struggle to keep that no other game could hold a torch to 
arg (CO! f- up with you. First you need to disable It back in 1998, and the main reason that 
— > = REX’s radome with the Stinger, and Kojima succeeded in his goal to create 
then fire at the cockpit in the second a videogame that was as close to being 
half of the fight. Keep moving and keep a movie as possible, was Metal Gear 
=F your Rations equipped! Solid's proclivity for drama. Every stab 
‘BOSS 10 DIFFICULTY RATING BUSHSSUHRR of the orchestra, every conversation 
TS Se n beat and every set-piece was superbly 
Llane Pas, executed and still draw you in now. It's a 
» This enjoyable bit cheesy, sure, but after a few hours in 
remake adds Metal front of Metal Gear Solidit’s hard not to 


Gear Solid 2 play . 
mechanics tothe mix. find yourself completely engrossed. 


You and the Hoss... 


You are from another wond 


LIQUID SNAKE 


@ We'd argue that this is one of the greatest showdowns of all time - a bare-knuckle 
fist fight between two brothers on top of a massive robot. Incredible. 
HOW TO BEAT THEM: Liquid is kind enough to tell you to stay away from the edges, S m Pe ms) te 
so heed his advice. Other than that, its best to just keep moving around and throw in -]-balele 
as many punch-punch-kick combos as possible — you don't have much time to beat 
__ him, so make each combo count. DIFFICULTY RATING HEHHHUHEE 
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_ The best games in hist 
4 vith memorable advert ye" 
y 4 king a commanding role in, advent. 
feltas' trange - polari icles clalsi-me) mel ior) spol tmert 
and pleasure at seeing the credits fe) i enj byed | 

paying a revisit to once or twic e, anc | have | 

provided us with memories we will likely c carry i 
with us forever — because we were there elite i 
we made them. happen. For you, perhaps these 

ate Ole (-ecolaat-itallatenetoesiiaale) (siete rescuing Pauline 

Licelanmeil-mele)ceial-s-Mejm Dlelal. «Va Colale mre) s maybe you 

remember specific parts of bigger pictures most 
fondly — like the time you finally found you could 

olU] | me)amD)e-le (elem abl aloal-\-Me)amere)aalaar-lalemeele-t-Je)lare) 
ldal=mar-1eele-]mc-le1alaiie|0(-m-laemale)m@-iiaale) Name) eniuiare 
inputs), slaughtered your first Cyberdemon, or 
crossed the finish line in OutRun. 


“per ect kir ts 
age c ane asily ri 
the castle, defeat tthe v 
and in doing all of that restore peace to the land 
Flare! ecome the stuff of legend. 

















Recently, Retro Gamer readers voted Ocarina OF Time ee second greatest 
game of all time. We caught up with numerous classic developers to find out hy. 
Nintendo's epic 64-bit console classic still has the power to enthrall and enchant 
gamers after all these > SS 


i es ee 


: ike the ese 
dventure makes 
; nei int he series but, 
: iT me) the a] reates t videogames 
game that te ou on ‘the most 
‘adver ture, one ve tht anyone of any 
elate: » you 're the hero, you scale 
illain, rescue the princess, 














. Whil there can be no oLUl=\-1¢(o]amiar-immval-melale|iar-) 
The Legend C Of Zelda was a true watershed 
moment for videogames, and Ocarina owes 

hare Beciale-1¢-Me(>10)me) Mm tar-|a] <Mce) my Slelatinremaal-mee]e~ 
pieces in place, it was merely a small portion, a 
compromise if you like, of what series creator 
Shigeru Miyamoto had actually envisioned for 
Miia) orA=) (er: Pmet-lalalelam-|alemialomt-]ale me) mm h’dael (sere) [alors 
Ocarina’s release, Zelda's creator has revealed 
that Ocarina Of Time marks his true original 
Wiisilelamelmtal- mela (omen im (-Maai-Ml-laleme) Mah age (-Mal~ 
Taatcle|iatcremmilarcliNaeleelelelai monies 
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Back in 1986, when that first game in the 
series was released, technical constraints meant 
I Tivzelnatelcomerel0l(eMelal \Vaelae)[-temtgl-Mevole-Mlal-lpat-t-Mey i 
Zelda on the screen — staples such as the three 
central characters, the Triforce, Hyrule, the sense 
fo) mid=\=10(6)agper-] ale me) eelle-1-m dal-me lll ale|-1e) alm Vale, 
as early as its first sequel, it was clear Miyamoto 
Wi F-lom ol-lellalaliaremiomaalinl aaale)a-m-|ele)0i male) mar-\alale 
smashed the pegs into the ground, he could 
start erecting his true image for Hyrule using the 
aalele|-\-1m ole\(-1e-Re)mial-mh [ator 

The Adventure Of Link, while widely branded 
as the ‘black sheep’ of the series, shares a 
alelgnlel-jmejm-jaal <lalem-yianlit-lald(-rm iam ealomie-lelenl cick 
(oe) (el>1pmer- |i mmm PaloMcy-1010|>)m-lele(-1em-j(e(-rre)amelt-laelaan 
sections that transported gamers into the heart 
of Hyrule, with this new viewpoint used to create 
Vi lFele[omersiead le) atcmaliiscemuviitamel-te)e)(omuliiamyiia) (eam mia 
‘ele ]Ui(eMialtsle-(e1m@-lalemerela\ =) es-miitameleldialemalicome[e(ct- 6 
Melero} alVau'colel(emaalt-mal-i/omtemelact-laal-m-Mmelact-l¢-15 
sense of life and immersion into the world, but 
also weight a greater sense of responsibility on 
the shoulders of the player too. 
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 Asthe title implies, Ocarinas play an essential part in the story. Throughout his quest Link learns new songs that he must play to solve puzzles. 


he sequel also had a stronger emphasis 


ola (eut(e ah Min) aorele| (eM atey(vmer- =] at) ef <1| (= 
(in Ocarina Of Time Link could do the 
same, and a new magic meter allowed 
avian Wacom ol-1a(0)¢aam-jel-lel-|melat-lae|-m-}ar-[e1 <1 ale) 
fe] @aMs>.4 01) a (>) aleom ele) alecmcomiaale)ce\\icM alice) at-lel.<e 
While this levelling up mechanic was promptly 
dropped by the series soon after, this aspect of 
‘oiats]e-e1tc) me (=\"/-1(6) ©)aal=ialarcielimel(-\i-1e mm elle mel-|at 
in Ocarina Of Time's gameplay — just now it 
was done by the far more interesting means of 
relere (8) i alae malsauumers(6(e(-10-pml t=] eal-yare[e(e||e(e)arelmatst- lat 
exe) ai e-|1al-)e-m-101e mM ol-1a\-) muy ct-) ole)al-melelalalemaal-mele(-1-1e 
But while Ocarina appears to be inspired most 
by The Adventure Of Link, the game also took a 
nleianlel-1me)mm ele) olelt-|aule|-t-lom-lalemaal-lanist-minelseme)ial-is 
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y<1016[) (cele Mal-Meoler-|alal-\-ymie) m:>.¢-]anle) (“Palen 
fe) F-WWar- Imo) [eM of-l aan laMal-ile)iavemvcele me) gele|a-ici-mlamial-. 
story, made their first appearance in the Game 
Boy game Link’s Awakening, while A Link To The 
Past's dark and light realms also returned, with 
Link aging seven years in the game to see the 
devastating effect Ganondorf’s rule has had on 
rial-W <ialelelelpame)ian Nasel(e 

Ocarina Of Time was first unveiled at 
Nintendo’s Space World event in December 
sho}clopmes) ale) Va mcol-mi(ole) me) m-l-ice)alcjal-1em-| ae m=) cel (c1e| 
attendees, Nintendo announced that the game 
Wi7e]0} (0 o-ma-t-(e\Valemd/aal-m (om ol-leeleal-m-mr-lelalen 
game for its successor to the Super Nintendo, 
the Nintendo 64. But with the launch just a year 
away, that projection proved a little ambitious. 








TAR 





(O/er-Ta/ar-mel(olamar-\eai0t-]|h’ar-]e) el=t-1an laid] megi-m-lale mele 
INYo\Viclanlel-ipm ai om Zccleceelacclantal-MEllatclaMelmiat=mN (oy 
Temer-ler-lamie)ice\uuiarem-Malelaplel:imelmel:it-Nim 
Designed on a heavily altered version of the 
i FeTelemera=lale|ial=pmn O,er-) eae Mme get-1ee)am i c-lomar-laleli=re| 
oak iiniecdale(e kom =f -\ DM ele-lalelaPmutiiamel nicl a=) ala el: [aes 
of its creation overseen by various teams headed 
up by different directors. Each team focused 
on areas such as scripting and story scenarios, 
la) ower le) ar-w-| ple mer-[aal=1¢-Mee)altce)i-yer-lalemeolaaliare 
up with the various items for him to use in the 
ef- [aal-PAtcmenl-me(s\"/-1 (0) e]pal-laim olgele|a-t-i-1-1e mie laaal-1g 
teams were added, overseeing aspects such as 
sound and special effects in the game. Finally, 
Kensuke Tanabe, writer on A Link To The Past, 
gs)t0|malslemceme)ale-m-ler-llamel-jamiai-m-1e1n) e)an(e) midal~ 
game based on a story idea that had been 
ate 1celalsleme)vare)alle[=a0 miYiihz-]palelee 


and Yoshiaki Koizumi. | \ 
Vola late Betsm elnele (tee) AN 
and supervisor, Miyamoto » 


oversaw overall production 
ol mdal-Mer-lani-yme[halale mle (=t- 13 
(ou ig{-me||a-10](e) ¢-mceme(-\\/-110) 0-1 816 « 
also it was his responsibility 
icokeci-1-M vat-lar-]imeat=miarelhalelers) 
feroyanyele)ar-laitcmerel ants) 
together suitable. 

When 
Mario 64 was 
released, 
The Taate) ce) 
was able to 
concentrate 
solely on 
Zelda to help the 
teams complete 
the game. When 
the project started, the 
rel=\"i=} (0) @ls]eom ela qlalemelameal= 
fefclaat=malelaalelslacie | ce]elale mm boom ely) 
ival=mdleal-ml@atct-[a-1emee)en)e)(ciilele 
this number had swelled to an 
impressive 50. 





alelanjelciame)mtaliale me l=) (-h'1c10 WPA) (0 /- 
release. As well as its development 
moving across to the 64DD at one 
stage (with the plan to make it a 
FVelateiamet-lan(omie)mtal-M lot wells) crelaht-m-[e (00a) 
WU elefamialinldiavemelm ale) uvm el-t-ymcom ell \Mlpalen(-leomial= 
player in Hyrule like never before, Miyamoto had 
fo} aleliar-linvans'c-laecie mtal-Mer-|ealomcome)t-\melelmcralilacihy 
in the first-person too. This idea, however, was 
fo]qe)e)el-1em-Nac>] mimi c-l-me(-1e1(0(-1emagt-1a@elelaiaremdal= 
ref-Jaal=MGalcm Oleh ds) mielellemee)aliage)mMialq@eleliam-le- 
‘elo\var-lalemenl-]amest-m-]am-(e|0|lem-lalemial-mle(-1-muyelel(e 
ate\icm(es-] a ale(eiame)miccmianlel-(em im Mia) @aciaatclialqie 
out of sight for the majority of the adventure. 
Surprisingly, the game’s memorable story was 
actually incorporated and finalised at the latter 
stages of the game's design. 

am.<o1=) 8)] ale my Vidameal>mer-|aal>e-miele0l-me)amlasleal-ie-ylela| 
Fejalemeltje)feh alate mantom-]ale Me) malas) (om iamealsm elt 
possible way, it was Miyamoto’s intention that 
idal-mer-|aglsie- Mi am tal-Met-]pel-mal-lem-m-)eleltl(elalm@elamal sgel(- 
gc) dal=endatclom @lal.qrelalemalicmele1d(e)alpam altomelsieiciielal 
made logical sense in the adventure game 
setting. In Mario 64, players benefited greatly 
lige)aamar-\lalemalellem-[alemei(-t-|m-)(e]aime)'(-1an\\/t-1aem-lar-|1 
times, helping them to get accustomed to his new 
abilities and negotiate platform sections in a new 
3D space. It was decided that such requirements 
were not necessary in a Ze/da game. 








THE LEGEND OF ZELDA: OCARINA OF TIME 
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YOU START THE game in Kokiri Forest, Link’s village, 

and can spent ages exploring it before venturing out into 
Hyrule Field. Acting almost as a training dungeon, Link has 
to retrieve both a sword and the Deku Shield to be granted 
an audience with The Great Deku Tree. When both objects 
are retrieved, Link then enters the tree and embarks on 
his first dungeon. Once complete, the tree warns Link of 
Ganondorf's evil intent, rewards him with the first spiritual 
stone and tells him to speak with princess Zelda. 


Oh, you're leaving... 


| 
by 


MANY ZELDA FANS remember the first time they set foot 
onto Hyrule Field in the game as being a special and defining 
moment in gaming. The point at which Ocarina really starts 
to reveal its size and majesty, the field acts as a hub stage 
and is surrounded by various different areas, all populated 
by the different races that populate Hyrule. When you make 
your way to Hyrule Castle and the sunlight in the sky fades, 
you cannot help but feel both impressed and captivated. 


ogee . ' “a any fat “i 
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NAVIGATING HYRULE FIELD by foot is fine to begin with 
but later on in the game you'll be covering a lot of ground; 
it's a good idea to pay a stop to Lon Lon Ranch located near 
the centre of the field. Visiting there as a child, Link meets 
Malon, the owner’s daughter, who teaches him to play 
Epona’s song on his ocarina. When he returns as an adult, 
and learns that Ganodorf has handed the ranch to devious 
range hand Ingo, Link uses the song to tame Epona and bust 
her out. She is then his to ride in Hyrule Field. 


AFTER AN UNNECESSARY Metal Gear-style stealth section, 
in which Link must avoid the glare of the guards as they patrol 
the grounds of the castle, he finally catches up with princess 
Zelda. Their encounters always memorable, she tells Link that 
she fears that Ganondorf is seeking the Triforce to rule Hyrule, 
and so asks him to retrieve the remaining two spiritual stones 
and get to its before he does. And Link does just that. Well, 
she is the princess after all. 








THERE ARE SOME imaginative and brilliantly designed 
dungeons in Ocarina but none more quirky than the belly 

of Lord Jabu-Jabu. One of the game's trickier dungeons to 
complete, it sees Link getting swallowed by the giant, sacred 
whale-like creature after giving him an offering of fish, and 
then having to travel through his extremely large stomach to 
find Ruto, the princess of the Zora race, and retrieve the final 
spiritual stone together. 


MUSIC PLAYS A big part in Ocarina, as is to be expected from 
a game with a musical instrument in the title. Not only is the 
Elise Mam ialemel-laalemesZarlaaliomme [llc dumetat-lalelialeme(-yel-varellalemele 
what's happening, but its characters and many areas are also 
given their own unique motif too. Music also has a significant 
part to play in the quest and story, thanks to the eponymous 
ocarinas. Acquiring his first ocarina from Saria when he 
leaves Koriki Forest, Link continually learns new songs to aid 
him on his quest — tunes to open doors, befriend people, even 
for summoning help. 


THE SEQUEL A Link To The Past was the first game to 
introduce the dual-realm mechanic to the series. Proving 

so popular, it was then reintroduced brilliantly in Ocarina. 
When Link enters the Sacred Realm his concentration is 
momentarily distracted by the Master Sword, allowing 
Ganondorf to seize the Triforce. When Link awakens seven 
years later, he’s an adult, and the kingdom of Hyrule has been 
cast into darkness and despair as a result of Ganandorf’s 
abuse of the powerful relic. Link is given a startling glimpse of 
what the future holds should he fail in his quest. 
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Here's just a few of the adventures Link has been on since starring in Ocarina Of Time 
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There are some people who actually prefer this to 
Ocarina Of Time, and it's easy to see why that might be 
the case. Unlike Ocarina, Majora's Mask is structured 
around a constant three-day cycle that sees Link 
changing into a variety of different characters, as he 
tries to stop Termina, the alternate world of Hyrule being 
obliterated by its out of control moon. 
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Although A Link To The Pastwasnt anew game, it was 
significant here as it introduced the smaller standalone 
adventure Four Swords. Created by Capcom, it’s a clever 
little four-player game that was expanded for the later 
GameCube release. A Link To The Past was changed very 
little, but it’s surprisingly well-suited to gaming on the go. 


Since the release of The Legend Of Zelda, 
Miyamoto had always wanted to make players 
feel as if they were really inside Hyrule. With 
lial=mb Lor melhalalemallanméaismele\i-)mcemilat-livmelomiall-y 
WWita*Zelante) come lace mal(cmct-laatcmeslellcelalar-|elelel mare) 
best to make the player feel fully immersed in its 
vVela(emmataemmiamaiarel|aremaal-limt-lalci)\(-]emdal-\mer-|aal- mb] 0 
with another of Ocarina Of Time's best aspects: 
the controls. 


omst- lm alsmere)aline) (owl am @ver-lslelem- las) 

lade lal=jem el-)m-leihmcomial-mel-lanl-mielale 

better than any 3D game that has come 

before or since is no exaggeration. 
WUE) @ialoaelimerci-Me)mig(-mele-ya'aale|as|el-) me) 
‘o}U)acolarcmelameai-m lel mere) aiige)i(-]em Mal @iciom-1 8) (> 
to effortless navigate Hyrule. Simple but very 
effective inclusions — such as having him jump 
automatically whenever he was steered off 
idgl-M-le(e(-Molm- me) (-1nie)gaam(relal-i(e(-1e-10-)\Vacy-\al ale 
you the obvious job), and a context-sensitive A 
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Oracle Of Ages marked Nintendo’s first collaboration 
with Capcom on its popular series. Linking together with 
Oracle Of Seasons (a password allows you to continue 
your adventure) it’s an enjoyable quest that sees Link 
manipulating the seasons to solve a slew of clever 
puzzles. It lacks the imagination of Link's Awakening but 
remains a worthy handheld adventure. 


& BBR 2S. ee ee ee eee 


Many were put off by The Wind Waker's cel-shaded 
visuals, which is areal shame, as they enabled Miyamoto 
to convey a sense of emotion in his characters that had 
never been seen before or since. The expansive ocean 
travelling put some off, but everyone else discovered 
another incredible adventure that easily captured the 
spirit of earlier games. 








Oracle Of Seasons’ counterpart shares similar elements 
with Majora's Mask, in that you must manipulate the 

flow of time to achieve the vast majority of your goals. 

It’s another grandiose adventure that shares a fair few 
similarities with A Link To The Past, and was further proof 
that Capcom could treat the Zelda franchise with just as 
much respect as Nintendo. 





tea 


The Minish Cap is another fine effort from developers 
Capcom and dovetails nicely with the events of Four Swords 
and Four Swords Adventures. In addition to introducing a 
talking bird hat called Ezlo and a variety of excellent new 
items to collect, The Minish Cap also shrinks Link down 

for the vast majority of the game, which gives it a very 
distinctive look and adds plenty of fresh new mechanics. 


-© Every aspect of Ocarina felt well-considered; it 
was like the game was trying Its hardest to make your 
stay in Hyrule as pleasurable as possible _ 


oLUracolaMmidalieameel0)(emel-MUr-i-(o mem ant-|.<-m Malai hi= 
aliom-i's1.0] 80 m=] g0]0 lee pmo) el-1amelele) s-mmanle\'/-me)e)(-1e1t-¥ 
olilanlem e)i-laielanatspmrclalemeelanicieci-m i Titam mh Aselices 
matcla\anels)aalele-|¢)(-meial-|e-\e¢-]e-meomaat-le(-mial-me-laal= 
instantly playable. 

ret aalitclaNAmersiiale Mm itslaatom- lace mals ialemealsmuuelace 
was made a breeze thanks to clever use of 
the controller’s yellow C (camera) buttons. In 
tal | gets el=1 6-10] amaalele(-Pmit=)aat-merol0l(emel-m-l-1-y1e)al-10 
to them to enable easy and immediate access 
during the game, while in first-person mode 
idaleMecrs] aal=m ele lace)alsmelaisiaciemce)t-]mee)alége)me)'/>)m tals 
game's camera to help you get your bearings 
relate me) sista e)acielisylelamr-|iaalialemielm'st-| oleate len 
elomdalomcyialelojalelm@r-i ale melee) aal-ie-|ale mm Ove) paler-lem il <- 
everything else in Ocarina Of Time, was also 


made incredibly simple thanks to an innovative 
new combat system the game introduced that 
was called Ztargeting. An automatic aiming 
fani=ieat-Jal(emie) au Mial.acm e)ae)(-ieit| (=m =y-] ele) atoeanl Maret 
J] pleism elo1ee)aeismee)en|er-iaecits]e)(smlamd(elsielet-laalstomelale 
has been used in many games across various 
different genres. 

Tale-lelelidte)amcomtat-met-lan-4-me)e)|(elialemeeialige) 
scheme, players were also aided on their quest 
by a fairy helper called Navi. Acting as your guide 
aiceolelelareleimial=m-(e\i-lalelacmm- [ale mals\U-lmr- "i'm ice lan 
Link’s side, she would point out points of interest 
during the game as well as offer useful hints and 
suggestions to help you complete puzzles. 

Every aspect of Ocarina felt well-considered; it 
was like the game was trying its hardest to make 











The Legend Of Zelda: Twilight Princess 
System: GameCube/Wii Year Released: 2006 

As good as Twilight Princess was, it was more aretread 
of ground covered in Ocarina Of Time than it was a brand 
new adventure. It was also hampered on the Wii thanks 
to controls that, while decent, weren't as accessible or 
intuitive as expected. Our advice would be to make the 
effort to hunt down the more expensive — but far more 
satisfying - GameCube offering. 


The Legend Of Zelda: A Link Between Worlds 
System: 3DS Year Released: 2013 

Link's first original 3DS game is actually a sequel to 
SNES hit, A Link To The Past. As a result the game world 
is instantly familiar, but it's set up so that you can pretty 
much tackle any dungeon you wish. There's also a 
brilliant new ability for Link which allows him to become 
paper thin so that he can access brand new areas that 
would otherwise be impossible to reach. 


your stay in Hyrule as pleasurable as possible, so 
idatchan’ce)0 Me Mt-)1 =|] mejmcel0|ania(-laletcmcem el-\ iar Yio 
or maybe even decide to revisit it again yourself. 


he story of Ocarina Of Time is set before 


taloMc\"icla}eme)imdal-Mile-lmcelelmel-laalsomip 

the series, and sticks to the traditional 

Zelda template: Link must venture into 
a series of enemy-filled dungeons, find a desired 
'o) 6) [=1e1mr-lalemuai>1pMaat-|.<-Malicom-t-(er-| 0\-W o\vme (-1i-r-1 ale 
F-er-laer-laiaet-]amelel-s-m eo) ele) dialemaal-m->. di mcele lion 
However, Ocarina, like A Link To The Past before 
it, is split into two very distinct sections. The 
first, which is set in a lush and vibrant-looking 
depiction of Hyrule, sees Link as a young boy, 
under orders from princess Zelda to retrieve 
three Spiritual Stones that will grant him access 
to the Sacred Realm where the Triforce is kept. 
rota) e)Nme (sia ei ale mcomaalicm ele) |almer- [am t=). <i e)i-\\21 65 
around a week — more should they embark on 
many of the side-quests — but this is less than 


THE LEGEND OF ZELDA: OCARINA OF TIME 


The Legend Of Zelda: Spirit Tracks 

System: DS Year Released: 2009 

Although we enjoyed Spirit Tracks, there was a distinct 
feeling that the franchise and well-used formulae 

of the past were beginning to run out of steam. The 
train sections proved disappointingly simplistic and 
monotonous, while the dungeons lacked the pizzazz 
and cleverness of precious offerings. It’s still a great 
adventure, of course, but we're used to more from Link. 


The Legend Of Zelda: Breath Of The Wild 
System: Wii U/Switch Year Released: 2017 

Link's latest adventure made its debut on both the Switch 
and Wii U. It greatly improves the Zelda formulae of old, 
creating a huge open world for Link to explore in any way 
he chooses. Filled with magical moments and finely tuned 
mechanics, it's an excellent game that cherry picks all the 
greatest moments from open world games and delivers 
them in an unmissable package. 


atcliatec\atalaelele|amant-m-leh-1nc0|c-mm@lelela 
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ltal-Met-[e1g-10Matct-|[gam- [ale maslercim' (els q@eleimare\ il 
to escape. 

lt is once you reach this point that events 
take a dramatic turn. Seven years have now 
passed, and when Link awakens he is met by 
one of seven sages whose job is to protect the 
Triforce. Now a young adult, Link learns that 
CrTale)ale(e)mmatclcme ici mdal-Mm idivelgersm ce mer-l-) male 
Miarele(e)aameym mh aell-mialcemer-la.¢al-t-1-fam(e) el-malel i 


rests with Link reawakening five dormant sages, 


by travelling to five temples in Hyrule to defeat 
Ganondorf's monsters and break his evil spell. 
lf he succeeds, the sages can trap Ganondorf 


inside the Sacred Realm and restore the kingdom 


eo) mh Agel (cm comiecme)elellatc]M-jeclece 

Dilat=manteleat-lalanat-im Min) @-ae-) el-meleiecs(e(-m-] 916 
sees the effects Ganondorf’s reign has had on 
mhYAd0](cteem-t-]0)0)[ale Mi me)a-l|MllicMmee)(el0]ar-]alemel-t-10) 0 








100 GAMES TO PLAY BEFORE You DIE | 185 










Flare tlaalianremiaiaicolcMel-leamel-lelestsclalePaciarai cell (eve! 


up shell of its former self — is one of Ocarina Of 
Time’s many rug-pulling moments. Hyrule now 
looks ashen and volcanic; the walking dead 
replace the fizzy townsfolk; and Kokiri Forest is 
fohVi-1 ae] ne) "Zam aieame(-t-1e|\auile)e-mr- [ale MZ-re[-1 8-1 016) a pmale) 
Ko) ale [=)ar-Mcy-hicm at-h\-10 mie) au Mm lel.om ol0)midal-Mel-)ai-(e1m 8) f-le-) 
for evil to thrive. 


ike that memorable scene in Back To The 
Future 2, where Marty returns to a bleak 
Earomelaiiici(evelaaliare mipat=(eicme)meal-melecticlalaie 
which Biff has become a casino magnate, 
it’s an effective plot device that shows the hero 
an important glimpse at what his future will be 
>) afele] (eM a(-Mi-|mcom oll manliatel-male|aiem (nM Oler-)e/e)-m Orn 
Time, the effect is used just as evocatively as in 
dao ale)’d(-em-j 010] aerate maalcm elt-h'ic1m@elamcomee) sale) (oie 
idatciiae[O(-t-)mr-] ale Mm OlUl mialialelmalelalmmlacel-i-ropm er-\ alate 
a return visit to many of the familiar locations 
around Hyrule at this point kicks up a number 
of surprises for Link and the player. Lon Lon 
Ranch, the stables where Link finds and (once an 
adult) wins his trusty horse Epona, is now under 
new ownership. Walking through its tall gates 
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expecting to find a friendly face, Link learns that 
iesme)ale|iat-]me)ce)e)ai-ice) evan b-|(elam-lalemalicmel-lUlelait-19 
have been mercilessly booted out of their home 
by Ganondorf, and ownership has now been 
in¥-] ale (16M comm F-|(e)akome(-le1-1]ai0|m-)r-1e)(>1al-/alem lale(em Bal lop 
lave maar laNmelia-)meit-lale[=1-mre) mm lalom'ele-m elem (-r-lap 
Fl ole] U] mmuviallelpmyolelam-(e(emanvelblaldialemuci(elalm@comeal: 


quest, as you see not only the important but also 
the personal effects of your actions. 

With its numerous delays, an almost-switch 
of platform, and also in taking that sometimes 
tricky step up to 3D, it would be fair to say that 
Ocarina Of Time exceeded almost everybody's 
r=p.d0lo1eit-] 010) stoma] Mm dal-mdlaaloparelelalicavalale mialhasielie) (= 
reviews. Nintendo not only appeased 
olavef=ielaleliavemr-lal-melm iecmole)elelt-lmiir-lalealti-m eh 
rolcdihVcialale m= 9)e-/010malc\) me] DIP 4-)(0/-mel-lanl-mcem-je|g 0)- [13 
the lofty eminence of its 16-bit masterpiece A 

Link To The Past, but also managed to attract 
a whole new audience to the franchise by 
delivering one of the greatest adventure 








games to ever see release. Garnering high 
acclaim ai ad rave re /iew SCC $ across the board, 
in Weekly Famitsu, the only other game sequels 
to have ever had the same kind of impact are 
perhaps Street Fighter Il and Nintendo's very own 
killer app, Super Mario 64. 


If we want to be incredibly picky, we'd say that 
there are some weaker aspects of Ocarina Of 
(ifagiemtat-\amelelamanhY{-me]omcoment-mant-\[-1-1avme)(-je)t-\ cle! 
elsewhere, and which leave it looking and feeling 
Fclia\ ae flkcie Ma celel-\\Au me) mi-).¢-]anle)(ceur-) a ele) lalecmiacmalels 
aat-le{-m=>.4e)|(el)ahvarel[-t-1anal-ig-M'Zel0m-jalel0] (emel-mele)iale 
next in the game, and there are sections that only 
fo) el=1a mel om comtcel0melaminl-mee)anle)(-iilelame)m-ve)aal-melg-188'g 
stupid criteria — such as cleansing a room entirely 
of bats (which can sometimes mean that the odd 
NVC WAN"c- [a0 Me) al-Mer-]ami-t-\V/-m'Ze)0 M100 lag) el-(e) Me) mi ar-\ lars 
two conversations with the same character in 
quick succession. Don't even get us started with 


the swimming mechanics, or the legendary 
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FAVOURITE MOMENTS FROM OCARINA OF TIME 


Readers offer us a link to the past by recalling the Ocarina moment that has stayed with them more than any other 


theantmesiter 

Finishing it. | bought Ocarina Of Time on 
release day back in 1998 and it literally took 
me ten years to finish it. Looking back, it 
really was the greatest adventure | ever 
experienced in gaming. | aged along with 
Link and almost cried when it was over. And 
with that, | boxed up the game and haven't 
touched it since. 


ShadowMan 

Getting out of the Water Temple. Words 
cannot describe my joy and relief to finally 
finish that pain in the ass. 


RetroMartin 
Pulling out the Master Sword; classic scene, 


classic tune... and the ability to change from 
adult to kid! 


Shinobi 

When you first meet Zelda for the first time 
and she plays Epona’s Song — the best piece 
of music ever! Also, the art gallery, and the 
Grim Reaper on the horse that came out of 
the paintings.. 


sscott 

Walking out onto Hyrule field for the very 
first time and thinking, ‘I can go anywhere 
| want!’ 


The Mask Seller 

I've mentioned this before but when Link 
first leaves Kokiri Forest, the parting with 
Saria on the wooden rope bridge gets me 
every time. They're just children in the 
game but the parting is handled so well. It 
conveys a lot more emotion with its muddy 
textures, simple character models and 
purely text script then any FMV-enhanced 
epic I've played. | also love the bit when the 
Goron King rocks out to Saria’s Song. 


learnedrobb 
Just one moment? There’s no way | 
can manage it. I'll say the whole damn game! 


StickHead 

Got to be escaping Lon Lon Ranch on the 
back of Epona. | felt like Steve McQueen in 
The Great Escape. 


mrmarvelxiii 

It has to be the ending. No other game 
ending has touched me so deeply; the 
music, the gathering around the Lon Lon 
Ranch Bonfire and that final shot of young 
Link and Zelda meeting once again... 


Budiey Moore 
Simply solving some of the fiendishly 
deceptive puzzles, kicking myself after 


spending hours and hours trying to solve 
them, only to realise it was something 
simple, like firing an arrow into the eye or 
such. A great game. 


Reglan 

When Link first encounters King Dodongo. | 
think my jaw hit the floor from being caught 
off guard by how massive that thing actually 
was. The ensuing battle is still one of my 
favorites. 


Zapper 

Beating the game without picking up any 
extra heart containers. The atmosphere 

is generally great in this game but this 
challenge | set for myself made me feelit a 
lot more. | had gotten a bit too used to the 
game after playing it so much, so this made 
it a lot more exciting. 


Miketendo 

| think the most important moment in 
Ocarina Of Time isn't just one moment, it’s 
all the moments. That was one of the last 
games that | just could not put down until | 
finished it. | haven't had that feeling since 
Ocarina. The overall feeling of massive 
exploration was astonishing, and | think 
that's what ultimately sold me on the game 
in the first place. 


aUrjaechtle]amelmitcws) (eli elanlelielam Auciizi am Cclaale)(= 
dungeon. However, its lush, beautiful 3D world, 
ALU ](e Mere) adge)|-pmaat-\-jc-1@i0]m-jco) alate) |iialepmel-laal= 
design and incredible pacing make It as perfect a 
ef-]aa\cmctom Zell mere l0| (emo) ge) ol-|0)\Vm-\1-) male) el-mcom e)[-\VA 


arc @ ecm lalileicialecmlacem ele) elelr-lalavmerin 

still be felt to this day is a mark of its 

Taal erslevar-|alem(-1er-(e\"AMmt-\alalem-liger-(e hg 
been re-released twice before, first with 
Ocarina Of Time: Master Quest for GameCube 
in 2003 —a revision of the game featuring new 
puzzles and tougher dungeons to tackle — and 
idnts)aMce)@avdl ade l-] Oe) alcie)(-mm tal-mel-|aalsmicmelalecm-ler-lia 
thrust back into spotlight with a new remastered 
— and, dare we even say, definitive — edition 

for the 3DS. As well as rendering the Hyrule in 
stereoscopic 3D, Ocarina Of Time 3D has made 
subtle improvements to the gameplay, full 
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(=) 901s) (oleae) a Pars lale me pagel-iece) e]-mc-ieslale)(elenvmce) 
offer motion-controlled aiming. It also came 
packaged with both the original N64 and 
Master Quest editions of the game, as well 
as a brand new boss rush mode for fans to 
hone their Ztriggering skills with. In short it's a 
S10] eleig ome) eler-)icMelm- Mellel} emer-laalemant-lm@allejali(e|aies 
Ukjyaiale\ ate larclalsr<(0me)mialsmelelacMmealsme)ale|ial-lMmb el: 
classic was at the time. 

Clearly proud of what it achieved with Ocarina 
(©) Mi Uigelceekeia=t-) "late me)al-melmeal=manlelim-lalearclaliiare 
elalem el-\arcieimel-lanl-mle]sletmm-lalem-i-1adialem-lamct-] ah, 
benchmark for all 3D adventures that has still yet 





to be bettered in any meaningful way — Nintendo 
Femel(stclanvamale) e)iatemtat-mc] Blom 7] Malsiel-is(eellle-ler= 
those who missed the game first time around 
to pick up and experience one of its most finest 
relate melee) anle)itsjalsve male (-lelet-|aal-\-eae malcom aglerele iy 
Nintendo 64 visuals may have lost some their 
gatcle|iom-jiale-meal-mer-lenl-miclmelaleliatclia@asiict-ii-1e p 
but that’s never been Ze/da’s formula for success 
and it never will be, as the recently released 
Breath Of The Wild proved. As we said at the 
start, the mark of whether a game is good or not 
is always judged by reflecting upon the journey 
it's taken you on. No game series on any format 
proves that better than Ze/da, and few games, 
if any, offer a journey as magical, memorable 
and timeless as Ocarina Of Time. |t remains as 
elaleiarslaltialemceme)t-\’mele) Am: lmimele malo Mslarmil eit 
time we experienced it. A true 
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FatTrucker 

At the time it was released probably the 
standout moment for me was when you 
finished the first hour or so of godawful 
Nintendo™ handholding and ‘practice’, 
and suddenly had access to anywhere you 
wanted to go. It just seemed so suddenly 
unscripted and ripe for exploration as you 
walked out onto Hyrule field for the first 
time. It was probably the first step toward 
whats now known as ‘sandbox’ gaming, 
and it felt genuinely new and exciting at 
the time. 


dste 

| would say, for me, that out of the entire 
game my favourite moment would be when, 
after seven years, Link leaves the Temple 

of Time and you see how time and evil has 
destroyed Castle Town. Death Mountain 
sitting in the background with the light 
whirring around it just looks immense, and 
it just introduces the next part of the game 
so brilliantly. 


boggyb6s 

The beginning; all! do in it is wander around 
the village throwing 

rocks all over the place and making a 

silly whooping noise at the same time... 

it’s marvellous! 





Ocarina features plenty of epic bosses, made more interesting by their 
imposing shapes filling the screen and clever attack patterns. 
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Record-breaking, technically astounding, 
but cripplingly expensive and still unfinished. 
Cole Machin asks why Shenmue continues 


to command such a following? 


ver the years there 

have been many games 
bn my hailed as triumphs of 
‘Gausle” game engineering, 

as milestones of progress in the 
industry and as huge leaps forward 
in terms of depth and gameplay. Of 
these titles, few have encountered 
as many difficulties or been as 
beloved by its fans as Shenmue. 
Within its development, the series 
has outlived two consoles, racked up 
a monumental price tag and created 
a fan base that has endured nearly a 
decade since the last release. 

As many Shenmue fans will already 
know, the series’ beginnings were 
rooted deeply in another Sega-AM2 
series, as a planned RPG expansion 
of the Virtua Fighter universe intended 
for the Sega Saturn; a genesis that can 
still be seen not only in the character 
modelling, but in the source code as 
well. The brainchild of Yu Suzuki, even 
in the final release of the game, Ryo's 
character ID remains ‘AKIR’, a shortened 
form of ‘Akira’. Although it is difficult to 
pin down exactly when the game grew 
beyond these humble roots, it would 
certainly seem that it came late in the 
project's two-year-long development 
for the Saturn or early in the Dreamcast 
development. In fact, it’s hard not to 
develop a knowing smile looking over 
early pictures of the character that would 
become Ryo while comparing them 
to images of Akira from Virtua Fighter 
2. Even in the video of a development 
version of Saturn Shenmue, packaged 
with the Dreamcast Shenmue |! release, 
the resemblance to Akira is obvious. 

Despite the obvious amount of 
progress made during this two-year 
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span, the writing on the wall was 
becoming clear for the Saturn as North 
American sales lagged, developers 
struggled with the notoriously difficult 
setup of the system's hardware, and 
support from Sega of America began 
to fail. Work on the Saturn version was 
halted; it was clear that if the Shenmue 
Saga was ever going to see the light 

of day, it would have to be done on a 
different console, and Sega had just the 
console in mind. 

Thus was the beginning of Project 
Berkley, the codename used for the 
early development of Shenmue on 
the still pre-launch Dreamcast. Several 
videos of these Project Berkley tech 
demos can still be found on the internet. 
It is interesting to note that the age of 
these demos marks Shenmue out as 
possibly one of the very Tirst games to 
begin development for the Dreamcast. 
The Project Berkley moniker remained 
attached to the project for some time, 
sticking long enough to appear on the 
teaser disc attached to the Japanese 
launch release of Virtua Fighter 3tb. This 
disc was, for most, the first glimpse of 
AM2's new project. 


[though it’s tempting to 
TA blame much of the cost of 
‘ E wa = oohenmue's development on 
& a the difficulties encountered 
during the Saturn era and the shift in 
development from the Saturn to the 
Dreamcast, it would not be entirely 
accurate. Regardless of the change to 
the more coder-friendly console, the 
Shenmue project was still no laughing 
matter. The sheer cost of manpower 
and organisation for such an undertaking 
is immense. In fact, when we asked 
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1999, 2000 | 


IN THE KNOW 


» PUBLISHER: SEGA 

» DEVELOPER: SEGA-AM2 
» PLATFORM: DREAMCAST 
» RELEASED: 1799 

» GENRE: ADVENTURE 


lead systems programmer Tak Hirai 
about his role in the development of 
Shenmue for the Dreamcast, he replied: 
“| was responsible for managing a 
team of 87 programmers. | also made 
final judgements regarding the overall 
program behaviour of the whole 
game. Managing this huge team of \. 
programmers was a nightmare since it! 
could take more than 14 and a half hours , 
a day just speaking with each person 
individually. If | only spoke with each 
programmer for ten minutes, you can 
see how it would add up.” 

In terms of his own programming 
workload alone: “| was in charge 
of not only constructing the coding 
environment but also coding a 
fundamental processing architecture to 
make system programmers easier to 
work with. | was also in charge of the 
character system, rendering pipeline, 
lighting engine, and also optimising the | 
performance of these systems. | had 
my hands dirty on playing around with 
SH4 assembly [programming language] 
on the Dreamcast to tune up the 
performance. Small and detailed codes 
used in the cut-scenes such as physics 
simulation of phone cords, handcuft 
chains in the second chapter, and trailing 
visual effects of the car signals were 
also done in my spare time. | Tinally 
ended up creating around 200 source 
files out of more than 300 Tiles in total.” 

To this day It's amazing that the 
project was completed at any cost. 
Although it’s possible to point to 
other games released in the same era 
with a similar scope of story, we've 
encountered nothing on the same level 
in terms of the game systems. With 
such a large team and array of smaller 
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WHO'S WHO 
The key players in Ryo's adventure 
on the streets of Yokosuka 


NOZOMI HARASAKI 


Nozomiis a childhood friend of Ryos, 
and the game's primary love interest 
and occasional damsel in distress. 
She's remained in Japan despite 

her parents move to Canada and 

can usually be found working at her 
grandmother's flower shop. She has 
the largest number of unique phone 
conversations of any character. 





MASAYUKI FUKUHARA 


Fuku-san is a former student of lwao Hazuki 
and has lived in the Hazuki residence since 
a young age. He is often shown to be 
somewhat clumsy and socially bumbling, 
occasionally serving as comic relief. In spite 
of a few faux pas that make Ryo's life a little J 
harder, he’s extremely loyal and it becomes 
clear that Ryo thinks of him as a brother. 





GUI ZHANG CHEN 


Gui Zhang Is the son and student of 
antiquities trader and martial arts 
master Chen. Although the two have 
a rocky beginning, Ryo and Gui Zhang 
form a close, if unconventional, 
friendship. Their evolving friendship 
is perhaps the strongest relationship 
development found in the first game. 


MARK KIMBERLY 


Mark is a co-worker of Ryo's at the 
harbour and the man responsible 
for his forklift driver's training. : 
He has come to the harbour to +] 
search for clues as to the fate of his 
missing brother, leading to some 
very emotional scenes with Ryo. 
Although he is an often-overlooked 
character, disc three would just not =4 
have been the same without him. ! 





AN aD) 


Lan Di, the antagonist of the series, 
is the man responsible for the death 
of lwao Hazuki and the target of 
Ryo's quest for vengeance. Through 
the course of the first Shenmue 

he is left a mysterious character. 
Little is known about him beyond 
his connection to the Chi You Men, 
desire for the mirrors and apparent 
sheer brutality. 


190 | 100 GAMES TO PLAY BEFORE YOU DIE 


projects involved, development required 
fantastic organisation of not only the 
available manpower but also of the 
game's program and the programming 
environment itself. 

Hiral was kind enough to go on to 
explain the streamlining required: “The 
programming section was roughly 
divided into two groups. The first 
was the system programming team 
and the other was the game event 
programming team. In-game events in 
Shenmue were driven by the scripting 
language. Regarding the program 
interface, we defined the table of 
functions associated with In-game event 
functions so that it wouldn't affect the 
event program structure whenever we 
updated the system components. In 
order to maximise the performance 
in an environment where up to 87 
programmers had to work together, we 
eased the workflow by downloading 
pre-compiled object tiles, which didn't 
depend on source code, in an individual 
programmer's local environment. in the game field so we didn't have to 
| thought it was ridiculous for 87 blindly calculate the collision between 
programmers to spend time recompiling all characters if everything was in sync. 
just because someone moditied one bit However, when a non-player character 
of source code.” had to change their walking path to avoid 
the player, it became increasingly harder 
to manage what would have been a very 
simple thing in the real world, such as 
making an off-track character stand right 
in front of a door." 

It's difficult to explain to a modern 
gamer just how amazing these features 
were at the time of Shenmue’s release. 


Regarding non-player characters, all SOO 
characters were specifically positioned 


egardless of the expense of 
such a development, It was 
necessary to realise the vision 
intended for Shenmue. 

"We took tremendous efforts to 
implement features that were invisible 
to the player,” continues Hirai. “If the 
game felt natural to you and nothing We can still recall our awe, watching 
stood out as particularly unrealistic, the fish swim in the koi pond or 
that's because we spent a lot of time to noticing Ryo's shadow falling in different 
create the game's subtle details despite positions depending on the time of day. 
the very limited hardware horsepower Although the features may have been, 
and technology of the time. When as Hirai says, largely invisible to the 
it comes to the weather system, It player, they certainly did expand upon 
heavily depended on the processing the game in truly amazing ways. Even If, 
performance, so the most important unlike us, you didn't spend at least a few 
issue was to optimise the performance. of Ryo's lunch breaks at work chasing 


» Love them or hate them, Quick-Time Events were a huge part of the Shenmue series. 
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MINIGAMES 


You really can't talk about Shenmue without 
mentioning the sheer volume and playability 
of its mini-games. Although purpose-built 
mini-games such as Q/E /itle and darts 
were not entirely unheard of in RPGs and 
adventure games of the time, the Inclusion 
of full classic arcade games such as Space 
Harner and Hang-On was a unique touch. The 
mini-games were a big part of bringing the 
entire experience together, of giving 

you the feeling that you could do whatever 
you liked with Ryo's time. Throughout the 
existing series, we were treated to a wide 
variety of mini-games, including Space 
Harrier, Hang-On, After Burner, QTE Title 7 
and 2 darts, pool, slots, Lucky Hitand a 

few variations of dice-based games. Its a 
selection of games that would have done 
early entries In the party game genre proud. 








» The variety of moves was nothing short of astounding. 





66 We can still recall our awe, 
watching the fish in the koi pond 97 


birds that would scatter realistically as 
you charged towards them. 


s the creation of the game 
progressed, of course some 
of the features originally 

| A planned for the game did 
have to be scrapped, even in a game 
as epic as Shenmue. Of these features, 
the most talked about certainly had to 
be the ability to ride a bicycle, which 
was demonstrated in one of the early 
tech demos. VVe couldn't resist the urge 
to ask Hirai just why this feature didn't 
make the cut and what other features 
failed to make it into the Tinal version 
that he may have liked to see on the 
published discs. 

“Actually, | was the first guy who 
implemented the bike-riding feature, * 
he explains. “This was done at the early 
stage of the development. We originally 
intended to begin the game in China, 
so | made It as a showcase to see how 
it looked when you rode the bike in a 
meadow. Another programmer took 
over that part of the project and worked 
on the vehicle programming at the end 
of Shenmue. | personally think that we 
had to cut this feature out from the 
game because there wasn't a significant 
enough advantage for the player to ride 
a bike through the city over simply 
running around in Yokosuka. 

“During the development, there 
used to be special features, like the 
player being able to lift up an object like 
a house and throw it. Fast-forwarding 
or rewinding the day and night cycles 
worked great for debugging the game, 
so | wanted to leave these features in 
the final product as Easter eggs.” 

Regardless of what features failed to 
make an appearance in the published 
version, the final release suffered from 
no lack of things to do. Above and 
beyond the systems discussed earlier, 





the breadth of little extras Is fantastic. 
You could choose to spend your time 
collecting toys, drinking sodas, buying 
crisps, taking care of your stray cat 

or playing games at the local arcade. It's 
a funny thing, as truly engrossing 

as the story of Shenmue is, that it is 
quite linear, allowing only a few hidden 
scenes without any true branching 

of the main storyline. That said, the 
funny thing is that we've never Telt at 
all constrained while playing Shenmue, 
which we believe is a result of these 
extras. Somehow the ability to waste 
a day playing darts, to choose dried 
fish over milk to feed your cat, to 
satisfy your voyeurism by rummaging 
through Ryo's drawers, or just to give 
Ine-san a call during your lunch break 
all comes together to give you an 
amazing feeling of freedom. Seemingly, 
that was no accident. 

“We created a lot of innovations 
never seen before Shenmue,” says Hirai. 
“| would say the hardest part of this 
project was to imagine and create a ‘you 
can do anything’ kind of feeling, which 
did not exist in that era.” 

Shenmue’s impact on the gaming 
industry was huge, opening a door to a 
new sub-genre of games that did not 
previously exist. Even beyond this, It 
opened our eyes to what could be done, 
and it raised the bar just a little in terms 
of the effort and forethought that we 
demand from game designers. 

“| think that Grand Theft Auto owes 
Shenmue a lot for its great success, 
even after coming into the 3D realm,” 
posits Hiral. “Everyone I've met also 
mentions the detail quality in Shenmue. 
I've been told: ‘Don't do so much on the 
quality to the extent of making a cod in 
a pond swim smoothly. Some even said 
this to me out of fear, since we might 
make this level of quality an industry 
standard! It might be simple to say It's 
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about the quality, but I'd rather say it’s 
about ‘quality to make It feel real’, which 
is how this project contributed to push 
the envelope of the gaming industry.” 
Often the largest impact of a project 
like Shenmue lays in what the creators 
themselves take away with them, 
with the attitudes and ideas they carry 
into their future projects. As such, we 
couldn't help but go on and ask what 
effect the creation of this game had on 
Hirai personally and his team: “It makes 
me continuously think and express 
my thoughts as an engineer, since 
the project was filled with obstacles 
and impossible goals. The production 
took four whole years and |'m proud 
of myself as the lead programmer to 
have brought this game into the hands 
of players, even though we've now 
graduated through multiple generations 
of consoles. A lot of team members 
joined and left the project, and there 
were sO many ‘Tirsts’ for us and It was 
very hard to see how it would all turn 
out, and how it would be remembered. 
| owe my accomplishment of four years 
of lead programming experience to 
those who worked at my side until the 
end of the project. Many thanks to all of 


the team members who supported me.” 


Despite any impact it may have had, 
the fate of the series itself was a sad 
one. The original release cost a colossal 
$70 million to produce, which Is still 
an astronomical sum and completely 
unheard of at the time. Dreamcast 
sales were simply not high enough to 
support such an expensive game - if 
every Dreamcast owner at the time of 
the game's release had purchased a 
copy, the production would still have lost 
money. Sales for the original instalment 
were, however, reasonably strong, 
at over a million copies worldwide. 


Unfortunately, the tate of the series 
was tightly tiled to the Dreamcast, a 
system that was about to run into some 
very serious competition from Sony's 
PlayStation 2. The game's release came 
just a few short months before the 
release of the PlayStation 2 in Japan, 
and only days after in the European 

and North American markets. It would 
only be another 16 months before the 
discontinuation of the Dreamcast in 

the North American market, which is 

a difficult place for a console-exclusive 
trilogy to find itself. 


he second instalment was 
released for the Dreamcast 

in both Japan and Europe 

| shortly before the system 

was killed in the European market, 
meeting reasonable sales. For the 

North American release, however, the 
writing was on the wall for its console 
of choice once again. Shenmue had 
outlived its second console. Demand 

for the game was still relatively high, 
however, with many fans importing 

the European release for play in North 
America, before the region's official 
release came almost a full year later for 
Microsoft's Xbox, which many observers 
consider a fatal mistake. The previous 
availability of the European import for the 
series established fans greatly reduced 
the title's sales. Perhaps an even larger 
issue was the jump between consoles 
itself. At the time, the Xbox remained 

an expensive piece of hardware, staving 
off many Dreamcast owners who may 
have considered purchasing Microsoft's 
console in order to continue the series. 
In addition, Xbox owners who had not 
previously owned a Dreamcast were left 
with the second instalment of a story- 
driven game — a title that picks up in the 








MAGIC MOMENTS 


DOBUITA 


It's hard to explain just 
how magical the first trip 
to Dobuita could feel atthe 
time of Shenmue’'s release. 


The number of unique 
characters, the ability to talk 
to them all in full audio. The 
freedom of being able to go 
to the arcade, or drop into 
the Tomato Convenience 
Store. Being able to explore 
the town and its shops. It 
remains, to this day, one of 
our fondest memories of 
modern videogaming. 





C6 If every Dreamcast owner had 


purchased a co 


py, the production 


would still have lost money 97 
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» Anyone who has ever played Shenmue is extremely 
familiar with this scene, and with sneaking into Dobuita 
the back way so you won't get harassed to buy him yet 
another soda. 





» Ryo s morning forklift race goes a long way to both kick 
the day off and show just how much workplace health 
and safety regulations have changed over the years. 








Through the 
long years 
since the 
release of 
Shenmue Il, 
the sizable 
Shenmue fan community has not suffered 
silently in its desire to see the series 
continued. There have been the more 
conventional campaigns aimed at getting 
Sega's attention, including mass mailings 
of letters, an online petition that has 
earned over 60,000 signatures, and 
general forum griping. There have also 
been some very inventive and interesting 
Campaigns, such as the mass mailing of 
toy capsules to Sega's offices. 

All the hard campaigning has appeared 


to work however, as Shenmue I/II is finally 


being made and its creator, Yu Suzuki 

is back at the helm. First announced in 
2015, the project was successfully funded 
on crowd-funding site, Kickstarter and 
reached its $2 million target in just eight 
hours. The game ts currently due for 
release in 2019 and is being published 
by Deep Silver. Fans have plenty to keep 
themselves occupied in the meantime, 
though as Sega Is also releasing HD 
remasters of the original two games. 
Finally, its good to be a Shenmue fan. 


Ws) | =) A\ 0 4s) 
By killing off Iwao Hazuki in the opening 
moments of the game, the story writers 
were left in the difficult position of 
making you truly care about his death 
retroactively. It was done predominantly 
with sepia-tinged flashbacks, building 
his character in the early stages of the 
game, and it certainly worked. You'd need 
a heart of stone to sit through lwao's 
training and feel nothing. 


middle of a story they have not become 
attached to. All of these factors came 
together to form a death sentence. Sales 
were dismal. 


oe ny possible third entry was 
y y \ 4 left in a nearly impossible 

Meme = Condition. It had no console 
HM ‘® ana, in the minds of the 
executives, no market. To continue 
the series, much of the initial cost and 
time spent on character modelling and 
environment building would need to 

be abandoned and re-created, making 
any possible climb to profitability for 
the series a steep and difficult one. 
Due to the sudden cancellation of the 
series, conjecture has been widespread 
for years as to what state the third in 
the series was left, with some even 
maintaining that a playable build exists 
somewhere, however unlikely this may 
be. It was clear that the Dreamcast 
would not be continuing far into the 
future during the production of the 
second game; Sega had no intentions 
of building another console to shift 
development to, even if it felt that it 
could be made profitable. 

All of this logic, however, couldn't 
kill all hope of playing out just a little 
more of the Shenmue story. VVe had 
to ask Hirai if he was aware of any 
development on a third instalment in any 
form. This was all he had to say on the 
subject: “There was none that | know 
of, but | personally would love to see this 
Saga continued.” 

Although there have been several fan- 
based campaigns for a third Shenmue, 
Sega has been stoic regarding the 
possibility of a third entry, often citing 
the poor sales of Shenmue II, and Sega 


Thanks to Tak Hirai, James Mielke and all the folks at 0 Entertainment for taking time 
to make our interview possible and to circumvent any language barrier between us. 


LOST BROTHER 


Mark's quest to discover the fate of his 
lost brother provided more than one great 
moment in the latter part of Shenmue. This 
scene stands out as the best example. 

It's hard not to let your heart go out to 

the fellow as he begins to open up to Ryo 
regarding his suspicions and fears. 


officials have been clear that there are 
currently no plans to continue the series. 
Regardless of official word, there have 
been several hoaxes over the years 
regarding pending announcements 
from Sega, some of which have 
included footage from an ill-fated tie-in 
called Shenmue Online: a massively 
multiplayer conceptualisation of the 
Shenmue universe publicly announced 
in 2004 as a joint venture between 
sega and JC Entertainment. 

Development work on Shenmue 
Online ran into difficulties a year after its 
announcement when JC Entertainment 
withdrew from the project. Due to 
the nature of the joint development 
agreement, it became unclear as to who 
would continue to hold the rights to the 
Shenmue Online concept. Seemingly, 
Sega dia continue production on the 
title for some time after the split, but 
little to nothing has been heard about 
the project for several years. Although 
it has never been officially announced 
that development has been cancelled, It 
seems unlikely that the game will ever 
see the light of day. 

In the face of these cancellations 
and years of delay, Shenmue fans 
were handed some hope recently when 
Sega announced the inclusion of Ryo 
Hazuki in the kart-racing title Sonic & 
Sega All-Stars Racing, a decision made 
by Sumo Digital that garnered much 
attention. Ryo would pop up again in 
sumo’s superb sequel and he’s also 
getting ready to feature in HD remasters 
of the original two Shenmue games. 
Lastly, and perhaps most importantly, is 
the arrival of Shenmue ///, which should 
finally put to rest many questions fans 
have about the series. 


“NOZOMI IN THE PARK 





— 


We never fully understood why it was 

that Nozomi chose to finally tell Ryo about 
her feelings for him until shortly after the 
death of his father — it just seems like bad 
timing. Regardless, by the time you reach 
this point, you're likely pretty invested in 
the romantic subplot between the two. It’s 
one of the rare points of the series where 
you wish that you had just a little more 
control over what Ryo says. 


» Although many gamers preferred the Free Battle system, 
the OTE fights could be quite cinematic. 


SHENMUE 


a 


SAIL AWAY 


It may be a little obvious, but it's hard to 
discount Shenmue’s final scene when 
discussing the game's magic moments. 
It's impossible to stay as implacably stoic 
as Ryo himself as he sails away from 
everyone in his life, from everything he 
knows, to continue his quest. 








» The rumours about what happens when you swallow 
watermelon seeds are true, apparently. 
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Halo was the game that changed a genre and helped i 
gain a foothold in the industry. Adam Barnes delves into how the 
evolutionary shooter was made 


194 | 100 GAMES TO PLAY BEFORE YOU DIE 





IN THE 
KNOW 


» PUBLISHER: 
MICROSOFT 

» DEVELOPER: 
BUNGIE 

» RELEASED: 2001 

» PLATFORM: XBOX 

» GENRE: 
FIRST-PERSON SHOOTER 


» Marcus Lehto worked on Halo: 
Combat Evolved as its art director. 
He now works for V1 Interactive. 





hen you think of 

Halo you think of 

multiplayer FPS and 

the importance of 
narrative ina game's campaign — both 
very modern concepts. Indeed, the 
franchise modernised the FPS genre, 
leading to radical changes in the 
approach of rival series. So when a 
game Is notorious for being ‘modern’, 
for being ‘tresh’, it's hardly a surprise 
that you forget quite how old it really 
is. The original Halo debuted some 
13 years ago, so we're stepping back 
to remember just how it managed to 
revolutionise a genre. 

The irony, however, is that Halo 
wasn't born out of an intent to innovate 
shooters; in fact, it didn't even begin life 
as an FPS. “We were in preproduction 
for over two years, starting back in 
1999," says Marcus Lehto, art director 
on Halo: Combat Evolved and the 
only developer to begin work on the 
game alongside Bungie co-founder 
Jason Jones. “The initial beginnings 
of Halo started out using Myth: The 
Fallen Lora’s engine and it was a truly 
open-world exploration game. Big, big, 
huge worlds; a block of islands that 
you could travel to. It was a top-down, 
Commando ‘lead your troops from the 
sky’ type of thing.” Though Bungie had 
already cut its teeth in both the RTS 
and FPS genres with Myth (1997) and 
Marathon (1993) respectively, it was 
still a fairly small-scale developer. Yet in 
spite of this relative obscurity the project 
was kept completely under wraps, even 
internally. “In those early days there 
was a ton of secrecy around Halo,” 
reveals Michael Evans, who would later 
become Halo's lead multiplayer designer 
after shipping Oni. “| can't remember 
ever seeing an internal build of the 
RTS or the third-person version of the 


» The story of the Halo ring and its ultimate use is surprisingly 
compelling, building upon the mystery of the Covenant, the 


Forerunner and the religious imagery. 


game. | do recall playing a really early 
version of multiplayer which was just on 
rolling hills; | am not sure if there was 
even a game mode back then. A very 
early piece of Halo trivia is that there 
was a build where one designer's head 
was much larger, to make him easier 
to headshot.” 

In time the Halo team grew and what 
became apparent was the connection 
between the player, the world and 
how it was meant to be explored. The 
sense of openness and freedom had 
been a core concept for the game trom 
the beginning, and a top-down view 
was just not going to work. “So we 
converted part of that game prototype 
into a third-person shooter, states 
Marcus, “and it lived as a third-person 
shooter for some time. It was really 
interesting, even at that early time, but 
it quickly became apparent for those 
early days that the kind of control and 
the kind of connect that we needed 
trom a player perspective needed to be 
in first-person.” 

It was around this time that 
Microsoft began to get involved with 
Halo; Microsoft was gearing up for the 
release of its debut Xbox console and 
it needed games. Interestingly though, 
Halo was originally scheduled to release 
on PC and Mac simultaneously — a fact 
that had been so important to Apple 
and its newfound approach to gaming 
at the time that Steve Jobs announced 
the news at the 1999 Macworld 
conference. However, Microsoft 
was so Interested In Halo, so keen 
on the importance it could have for 
its newcomer console, that the firm 
bought Bungie in June 2000. “! think 
internally by and large we just wanted 
to make games,” recalls Michael, “and 
the Xbox was very exciting for PC 
game developers. There were some 


_ » Halowasn'tthe first game to create unique enemies that 
fought in different ways, but the way they each changed 
how you yourself battled them was new. 


TE 














































HALO: COMBAT EVOLVED 


6 GHalo was a top- 
down, Commando ‘lead 
your troops from the 
sky’ type of thing » ” 


Marcus Lehto 


MAKING 
THE MASTER 


Marcus Lehto on the evolution of 
a gaming icon 





“He went through quite a bit of iteration in his early 
days,” says Marcus Lehto of Master Chief's design. “I 
created the Master Chief, the Warthogs, the Pelican, 
the Halo ring, everything. It was really fun, initially, to 
build these things that became a kind of iconic fixture 
of the universe.” John-117, to give him his real name, 
began life as a super-soldier ideal, even back when 
Halo was planned as an RTS. Marcus describes the 
Chief as originally being little more than a ubiquitous 
armoured character who “clearly didn’t have any 
flavour whatsoever”. Then Master Chief became 
more akin to an “anime-style” character, but even 
then was still “too slender, too feminine”. Marcus 
decided then to “combine a human being with a tank”. 
The armour expanded, the helmet became a bigger 
design focus and Marcus brought a more utilitarian 
approach to how the Chief should look. “You want to 
make something that players can connect with,” says 
Marcus, “and when they believe it 
works, there's a suspension 
of disbelief when it comes 
to playing the game.” 


wer 





» people who left and some people 
who Microsoft decided not to take on — 
often | think foolishly. After the Microsoft 
deal, the Myth and Halo teams moved 
to Redmond. Though the acquisition 
was an appealing one for Bungie, none 
there could have predicted the effect 

it would have had on the aesthetic of 
Halo — a factor that would become key 
to its design. “[Microsoft] flew all of 
Chicago out to the Pacific northwest to 
the Seattle area,” adds Marcus. “We 
were struck by the amazing beauty of 
the cascade mountains, the ocean, all 
of the peninsula to explore and that 
massively influenced the landscapes 

of Halo: the exploration value of it, the 
sheer cliff walls, the big waterfalls and 
all of that kind of thing.” The change in 
scenery also influenced the freedom 

to explore in the game. “We felt that 
[Halo] provided a really unique sense 

of freedom for the player. Putting 

them into what is equivalent to a 

giant national park, for all intents and 
purposes, and allowing the player to 
free-roam and explore this giant natural 
wonderland that was the terrain of 
Halo.” This freedom had as much effect 
on the gameplay as it did Its visual 
design. “It was funny how that kind of 
worked,” says Jaime Griesemer, one 
of the key designers. “| think the open 
environments came before the open 
shoot design, if that makes sense. So 
we had these environments that we 
wanted to build that had lots of multiple 
paths and these big, wide-open areas 
— because we could do that for the first 
time really in a shooter — and we had 

to work out what that meant for our 
mission design. It wasn't the opposite 
way where we were like ‘oh we want 
to have these free-form missions where 


Aa dteed eA ee 





a sense of exploration Into a shooter, and this 
rarmsinoed the cantral nadactsl whick thea name 
remained the central pedestal wnicn tne game 


was designed around. 
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» Every weapon had its pros and cons, a necessary 
balance if restricting players to two weapons at a time. 


you can do things in any order’. It was 
sort of forced on us by the fact that 
we had this environment and we can't 
constrain what order you go through 
things, so we're just going to have to 
make it work.” 


his sense of scale and 
exploration was something 
of a revelation for the genre, 
which at the time largely 
comprised two categories: enemy- 
packed kill rooms, like in Doom, or 


GAM E CHANGERS Why Halo stood apart from everything else 
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1 Stratedic sense to 


the combat by limiting Master Chief to only two 





more linear, corridor-led games such 
as GoldenEye 64 or Medal Of Honor. 
As a result, the game's name was 
important. It was Microsoft that later 
added the subtitle ‘Combat Evolved’ 

to Halo as part of a marketing decision 
to help it stand out from other military 
shooters, a theme that was becoming 
particularly popular on the PlayStation. 
Whether it worked as a marketing 
exercise it's hard to say, but what isn't 
is how key this free-form method of 
gameplay was to Halo's success — it 
felt brand new. Of course, alongside its 
more open environment and gameplay 
design came other issues, such as how 
to create enemies capable of tackling 


any number of potential combat actions. 


“We couldn't script an Al in this open 
environment that will be responsive 
and be able to react to all the different 
situations the player can create,” says 
Jaime, adding that Bungie had to “write 
an Al that can actually behaviourally be 
able to deal with all the situations”. 
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» The Warthog is perhaps one of the mosticonic 
vehicles in gaming; unsurprising when Its unruly 
handling makes for many a memorable moment. 


The inclusion of a regenerating shield, 
too, soun the genre on its head — a 
feature that has sadly spiralled out of 
control in modern-day shooters where 
you ll soend most of the game cowering 
behind concrete blocks. Then there was 
the limit of only two weapons, adding 
to the free-form gameplay and creating 
a strategic element to proceedings. “| 
think the main goal with the Chief as 
a character was that he sort of always 
has the ability to use the tools that 
he has at his disposal well enough to 
accomplish his objectives,” says Jaime. 
“So you don't always get to choose 
what weapon you're gonna have, you 
don't always get to choose what vehicle 
you're gonna get, but the Chief is just 
so incredibly competent at everything 
that you're going to be able to use 
whatever tool you can scrounge up that 
you're going to be able to overcome 
whatever fight you're in.” But what is 
interesting is how this design choice 
was just as much due to the restrictions 
of moving from PC to console as it was 
a gameplay factor: “You don't have an 
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» The Grunts of Halo, aka Unggoy, are its most memorable enemies. “> 
They're weak, barely a threat, but almost cute in the way they run 
away each time the bigger soldiers are killed. 


» Interesting tidbit: Marcus Lento —-who designed 
most of the aesthetics of Halo— stamped his name 
everywhere, even his initials on the boots of the Chief. 
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61 think Halo wasn’t [as much] an 
innovation in first-person shooters, 
but more of an almost simplification 
or purification of the genre » © 


Jaime Griesemer 


TOE 


many ways, believes Jaime, this move 
was fruitful to Ha/o in the long term, 
since it required Bungie to think about 
the game's design rather than simply 
expand upon what it had done before. 
“When you have no outside constraints 
— and the PC is very much that kind of 
platform — you just add,” claims Jaime. 
“You just build on what came before. 
You just do the same thing you did last 
time but plus one, and youre never 
forced to cut or limit or restrain yourself 
and a lot of really good design happens 
when you run into these arbitrary 
constraints that you can't change. It 
lets you get rid of the cruft that builds 
up. And | think Halo wasn't [as much] 


entire row of number keys to switch 
between multiple weapons, you have 
at most one button, so we kind of had 
to limit the number of options you had 
available. And also one thing that was 
a big deal at the time was memory, 
so if we could let you arbitrarily switch 
between ten different weapons, what 
would happen was you would switch 
to one we didn't have alerted in the 
memory and so you wouldn't be able to 
draw anything for a third of a second.” 
The move from PC to Xbox was 
a costly one, going from a world of 
possibilities — at least on a technical 
level — to one that required overcoming 
a lot more restrictions and barriers. In 
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HALO: COMBAT EVOLVED 
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» A HD revision was released in 2011. It will be included 
in the incoming Master Chief Collectionfor Xbox One. 








especially among students. Sony had 
already brought gaming out of the 
bedroom and into the living room with 
the PlayStation, and Halo grasped onto 
that idea. VVith hours dedicated to 
deathmatches or alongside team-mates 
iN co-op, it was brought to the very 
forefront of these new, modern gamers 
— and word spread. Michael admits that 
much of the content associated with 
Halo’s original multiplayer was contract 
work, however, including 
the likes of Chris Carney 
who now still works at 
Bungie to this day. While 
internal designers got 
stuck in with map and 
mode creation where 
they could, the majority 
of multiplayer was made 


an innovation in first-person shooters, 
but more of an almost simplification or 
purification of the genre.” 


ut where Halo really felt 
important — at least to a 
generation of students, 
anyway — was in its 
multiplayer. Microsoft had designed 
a forward-looking console, targeting 
the increasingly popular generation of 
connected, media-driven 
consumers, and Halo was 
going to be a core pillar of 
that through its multiplayer. 
Xbox Live didn't launch 
alongside the console, 
however, and with it the 
connected multiplayer that 
Halo was originally built 








DEVELOPER 
HIGHLIGHTS 


for. “There was some by outside hands. Its 
political conflict over Halo MARATHON foundation, then, relied 
networking back then,” says SYSTEM: MAC, PC entirely on those solid 
Michael. “A small group of YEAR: 1993 gunplay mechanics, but 
guys on the Xbox side of MYTH: THE it was clear soon after 
the fence thought it was a FALLEN LORD Halo's release that this 
bad idea to have networked SYSTEM: MAC, PC would be its legacy. 
games before there was YEAR: 1997 “| think we were all 


true believers,” says 
Michael, claiming the 
entire team knew it had 
made something very 
special. “ [he long-lasting 
legacy of the game has been a pleasant 
surprise as well,” he adds. 

And while it’s no doubt been a 
surprise to those who worked on it, It’s 
quite easy to understand the long-term 
impact Bungie's game has had. 


ONI (eicturep) 
SYSTEM: MAC, PC, PS? 
YEAR: 7001 


Xbox Live. Then later there 
was a desire to support 
automatic networking only 
— ie you would become a 
server if nobody else was 
on the network and if there was a 
server you would just auto-join it. We 
really thought that the game would 
be awesome in college dorms.” And 
it was. The decision to include a LAN 
setup arguably made Halo stand out, 
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Once a reason to own 
a GameCube and to 
this day one of the 
best games in the 
series, Resident Evil 4 
was always worth 

oLe\ ale m-la- allele 

price. Luke Albigés 
sacks off bingo to 
learn more about the 
creation of a genre- 
defining monster. It’s 
game time... 








efolM@M dil: Mel-r-imcallalem-leleliis 
Resident Evil 4 is that 
it isn't really a Resident 
Evil game. With the 
established survival horror formula 
perfected by three PlayStation 
games and several spin-offs, both 
dats Me (oho) (6) o)aals)al@tcrclaames|alemiclals 
wanted something new, something 
oliaiciaclalemcve)anlciealiare meateliiciale lier 
abaltsmelrelammece)aal-m-t-'-1\ mre] m Or-] elere) aa 
with the team exploring supernatural 
elements and the paranormal in early 
development as workarounds to 
the growing zombie fatigue, but it's 
latc|gemtom-|ge|0(-miat-imial-milal-|me)gelel ele 
wasn't worth the wait. Eschewing 
static camera angles for an over-the- 
Sjalele|(e(=)mrelarcllamear-ime[el(e14iva elster-|anl= 
the staple for third-person shooters 
elavemicr-\alaremanlomele-liamaalelaeaiiare 
fe jle)tomcom ce) M@iame)ae|-)m (em (-)mr-m er-le-t]i (or 
ig(o(elJam ole)eleitelel-mec] <oMeialig-m-1t-[e[- 3 
this was no longer survival horror — it 
was survival terror. 

It's a subtle differeance in terms 
of language, sure, but it's an 
important distinction to make. Hesi's 
foundations were in classic B-movies 
relate malelegelmillantstet-)t-) "(en er-|aalcig-t= 
Fel ie \iistem ie) mcitsle[s1e movers] acter] ale mel telstci (6 
‘elial=laat<celere-|elanaclealal(elel-romm tale 
Feleiae]amece)ale-|ial-lem-lalemeelalqce)|(-10 
e\vataleme|iasieice)ar-)@-|/mtlanlstoem Auall is 





i (=]pat=ialeme)malelage)m@-lale Res] ar-|iamige) eler 
remained in RE4, they were no longer 
the be-all and end-all and the fear 

of stumbling into a small army of 
villagers armed with rudimentary 
cole) [sme] mi Ulsjmelal=Me)e)va(elelominlactimatal= 
likes of mini-bosses Dr Salvatore and 
mt MCTler-laltcMaclanlialciecialmelmcitcl dare 
threats Mr X and Nemesis in previous 
games) without the provisions or 
skills to see the task through proved 
genuinely terrifying. Horror is a jump 
scare around the next corner when 
the cameraman decides to reveal 

em (lage]mlomilareliale mele le-1-11mele) me) 
(e]U|mel-e)damejal mem al-t-] maat-me)pnliareler 
revving of a chainsaw nearby. See? 
There's a difference, alright... 

a Ole mreleUiom\-melamec-r-itlale 
something completely new with 
Resident Evil 4and pushing the 
series in a new direction,” explains 
producer Hiroyuki Kobayashi. “In the 
course of development, we created 
prototypes and tested them out - if 
we weren't satisfied with them, we 
started from scratch. In the end, we 
went through four different versions 
of the game before settling on the 
direction in which we wanted to 
go.” Psychological horror was then 
still very much Silent Hill's domain, 
while the paranormal stuff Capcom 
tried sort of went against the grain of 
eEecicl (stom e] cele ave(-1emlamiecme\Y/amale).<ci/ 






science with various strains of virus, 
Wisi mami iale mays) (ers]@4e)an|e)(-1-melalhmeat=(0[= 
idaleRe tc] aalsMiciiBoitclice-lalemiclaallitcLemm =) "4 
that point in the series, zombies were 
aa] e)\maren(e)ale(=jmcierc|m\acen 8)(-\\/-15-ee 
Kobayashi confirms. “They had 
elcreve)aal-mers/alale/amiejee(-imiar-|mrcele 
could defeat with ease. We wanted 
fo) aalsinaliaemale)al|<omaal-m=1al-aal (or 
W{o]UM@R-1-1-1060]-1(0]s-Rigt-lmuvelellemelaiale 
back the sense of the unfamiliar and 
idaleWiale|aiccialiavepeslalematelmuuctmial= 
genesis of Los Ganados.” 


he parasite-based nature 

of these new definitely-not- 

zombie enemies was the 

Tfejaaolellomaate)ent-JajmOr-|eleo)ag| 
had been waiting for. As well as 
fe[g-laiiaremielimergst-|4\-Migst-16(6)samiemele 
nuts with new and inventive enemy 
types — from mutated bugs that 
had been exposed to the parasite to 
once-human hosts with an aptitude 
for (or lack thereof) these powerful 
eye] e-s}] Clem ials)ale toeeem i are| vem patclarcle [slo me) 
tie into the existing lore as a new line 
of biological weapon experiments, 
ticking every box while still 


CO N V E RSI O N CA PE RS The best and — versions of Capcom's classic 


@ While much was initially made of 
RE4's GameCube exclusivity, it wasn't 
long before the game appeared on the 
significantly more popular PS2... and 
with additional content that wasn't in the 
GC original, as the ultimate kick in the 
teeth for the Nintendo faithful. 


@ Regarded as the definitive version of 
Resi 4, thanks to motion controls which 
added to (rather than detracted from, as 
was often the case) the action. With the 
best visuals, the best controls and all of 
the content included, this remains the 
best way to enjoy this all-time classic. 


PC | 7a. 
@ Launching without mouse support is 
a sure-fire way to piss off the ‘Master 
Race’, and the weak port didn't help 


matters — PC hardware could do better 
and PC players expected better. Many 
will have missed out on a great game or 
simply played it on console instead. 
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@ Capcom hasn't exactly been on-point 
with its HD remaster game - DMC was 
passable, REmake a little better but 
this was not the loving makeover Resi 4 
deserved. If everything is going to look 
muddy anyway, why wouldn't you just 
stick with the Wii version? 
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HIGHLIGHTS 


VIEWTIFUL JOE 
SYSTEM: VARIOUS 
YEAR: 2003 
P.N.0O3 
SYSTEM: GAMECUBE 
YEAR: 2003 

KILLER? (picturep) 
SYSTEM: VARIOUS 
YEAR: 2005 


» This nightmare ts terrifying 
and requires lots of bullets to 
put down 










» Mercenaries was an excellent 

minigame and is in most later 

games now. 
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» The weapons of Aesy 4 are 


amazingly satistying to use and 
occasionally messy too 
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» The sniper rifle becomes 
especially usetul for when you 
have to protect Ashley. 
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telge|e)0)ialemiai-M-i-](-Mei(cl- lame) mr-muiiale) (= 
Al=\"MKe)-](-] me) malelanle)(-miel--e- [ale 
elateli(=1ale (stom come)(claee)aalee 

The shift of premise was necessary 
ame)ee(-imcom-h'e)(emelelanliareme-iarwelett 
folamrde)an|e)|=\-pa ole | migise-i)is)teamcenanlela= 
action-centric gameplay was a little 
less expected. “We took a look at 
games that were popular in the 
western market at the time, around 
2005, and It was clear to 
us that games which let 
WelUm-llaam-aen-jalelelaniitn 
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player just right was a very arduous 
process of refinement,” Kobayashi 
admits. “It’s just one part of the 
game but you really need to nail it 

as it influences every other aspect 

of the gameplay.” Ever since, we've 
played countless third-person games 
where the camera just feels ‘off' in 

a way that's hard to describe — too 
floaty, perhaps, just slightly too far 


6G it was clear to us that 


» The laser sight of your gun 
allows you to pick of individual 
body parts. 








ife]mtalomelact-|(-1-ymel-1-y(e lamest (-1ae(> 
folUlaiaveme(s\'is1(e)e)aal-ia1@e)mialicmel-lae-malal 
fact, Kobayashi cites this exact issue 
hm tal aat-liamalelcel(-miamialsmer-laal-e= 
development. “Probably the process 
of working out what kind of creatures 
should show up in the second half 
of the game,” he confirms. “By 

iatsim ele)iaimZelem-Mol-lere)aalsManlela= 
FTereiel-}c0) gals1e mem Or-lal-[e(el-m-1em <-1-18) [816 
things interesting while 
gc)aatelialiare migelom com cals 

Ey iaales-)e)al-)a-Melmdal-mel-lanl= 


fe)gsreisi (eam lamtarcl@ealicet games which let you aim late eeemeliaieelimerc|clalncme 
y 


person style were the wa 


(OF-Tolere)aamer=t-lahvmarsl¢ mits 


to go,’ reveals Kobayashi. ry avove) with precision were lates fair share of challenges in 


WiETaatalelere|almiaiice-jalelel(sis 

pandering was the 

downfall of the ill-received 

Resident Evil 5, but it 

turns out the wheels were already in 
aalejile)/amceme(-i'(-1(0)ehe|acreliclm[aiicleoye 

in the western market a full decade 
ago. Granted, later sequels have had 
eatslalelcialey a (em-jen(e(om ele) (el alalcomielinels 
shooter territory where Resi 4 merely 
at-\ek-@o)|me)m-—e}-(e(e|(-Miel-Ner-]e-1i0] Re) i 
Del Lago, guys...) but still, if you want 
com ele) ialmilale(ie-e-|alemal-|pace- Ree] elit 
for the recent action bent, you'll only 
ale M"celele-i-1)m e)cel-i-eUleialemelal-melmanl= 
greatest games ever made. 

It's all too easy to take great game 
design for granted, and even from 
dalomtcclalel0 lem elects acl(ctclsiem elu (elone) i 
the game, you can really get a feel 
for just how many different camera 
feltslerclaalsia) ecm tale m(ct= ga maalelim@arc\ cme lelals 
dalaelele|amel-ice)e-e-\-100l ale me)ameal-BYicle-110)e 
that shipped. Beta footages shows 
a hybrid of fixed and aim-based 
cameras, while you can see various 
alzife|aitcyme(-)e)talcw-lalem-lare|(-tmiarel mel 
o)iiz)meliiciaclalmt-].(-ee)aminl=w-leis(e)a 
am sarclaet-la\acelele-le|-Mam Cl-latiare meats) 
folelci|te]ame)mtal=eers|aalsiecmel=)aliaremaals 


way to go 77 


Hiroyuki Kobayashi 


away or maybe too stiffly attached 
to athe player character — which just 
elolelsmanlelecmulcliejalmceniaiee-lcel0laalci al! 
that Resi 4 did this better than pretty 
galeleiamelimer-lanl\-miat-1@ar-lemeelaals 
elsyie)acm-]alemiale(siclemaat-la\aciialece 

AVAYE= Wacom [opm @r-|elee)sap 


here were other challenges 
ahead of the team due to 
the quicker pace of the 
game, too. Players would 
ele lie) <hvae ne) meli-lemcom-lalle) Viale 
alle [omr-ierel(oMol alee lel aliclecm(ciitnle] mle 
(cla natome)mclalclaa\vmalelealelslecme) mc alcio) a 
size) and where the tension of the 
‘e)a(eilatelmelslaaisromeliie\uusiemie)msalialiaate! 
slalsiaahva erie cipercialence)maat-><ianlelan 
effect (thus slowing the rate at which 
players could adapt to each enemy), 
arehvalalemeat-]pnmr-]@)el-t-lm@lamellelel-ig 
groups and more frequently meant 
that something had to be done to 
FeWZe)(e Mm atch alate mm elsve)e)(-M isis] Mm tals\Vaarele 
mastered a new enemy type ina 
gatciacsl me) mpalialeiicsommn A dalclaml e)actcssisie 


steering the franchise in 

dalimele)(emal=iimella-ietle)ap 

so it's interesting how 

the team decided to pass 
these onto the player. One such 
example of this is the inventory 
system — gone is the simplistic small 
grid where every item, regardless 
om eleil @e)mii-)(e alent) <conelene)al-e-i(ee 
igs)e) F-[ec10 o\va-manleleamt-|ee[s]mela(enlal 
ival-mie)aaame)msal-Melele(e-le(-t-18](-e-]ke-le al 
case, where item size determines 
how many 'blocks' it takes up. The 
existing system for micromanaging 
your inventory had become stale 
relate me)Y.clahaciian)e)icue\vmealicm ele)i ays 
(Urjame-].¢-w- lam lel @atlelelelame-malct-lliare 
htclanpncelelme)alaat-|maiust-)] elelan-lare| 
some reserve ammo, leaving room 
fe) m islam laren olUrr4(-mit-leal-e- ine leiale)) 
eLelmanlicomiareisjalcelel-mal-\i mealslearelalle 
made us think about what we were 
of=] am Ydlaem-laremiualymel=iee)paliarem-liaarescyt 
a mini-game in its own right. “Funnily 
enough, Tetris was the inspiration,” 
Kobayashi laughs. “I thought it would 
elo mie amimvieleMarc[emcone)i-\\a-—ellpea(: 
game where you tried to fit the pieces 
Tam celei-)tal-lar-l-pel-t-m\elUmeele| emi ianrelent 
any gaps to maximise efficiency.” 





THE CAPCOM FIVE 


The quintet that defined the 
GameCube for Capcom 


P.N.03 

@ Were rather fond of the first 

of Capcom's planned quintet 

as It plays like an old school 

shoot-em-up. Not everyone 

was pleased however, with = | 

some feeling Capcom rushed to get it out before the ert of 
the financial year and that it suffered as a result. Mikami’s 
later work on Vanquish serves to show what could have 
been had Vanessa's ill-fated adventure been allowed a little 
more time in the oven... 


VIEWTIFUL JOE 


@ This unapologetically 
hardcore platform-brawler 
succeeded on many levels 
— bringing back a long-dead 
genre, adding another 
amazing character to Capcom's star-studded roster and 
delivering a game that turned an obvious gimmick into an 
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excellent core gameplay pillar. It wasn't huge but multiple 
sequels and Joe's inclusion in Marvel Vs Capcom 3 prove 
that there's a lot of love for this game. 


RESIDENT EVIL 4 


@ A stunning reinvention of 

the horror series, nay genre, 

it'd be hard to argue against 

RE4 being the highlight of the 

Capcom Five. GameCube's 

best-looking game at the time and a peerless lesson 

in how to rejuvenate a franchise, this is deserving of its 
classic status and could easily be arqued to be the 
game of its generation. Yes, even without Barry Burton. 
We dont understand it either. 


kILLER7 

@ Stylish, confusing, 

controversial, divisive, just 

plain weird... killer7 is all 

of these things and then 

some. Combining light 

puzzle-solving with on-rails shooter elements across 
seven different playable characters, killer7is one of the 
most original and inventive games ever green-lit by a major 
publisher. You'll either love it or hate it, but you'll need to 
play it to know which camp you fall into... 


DEAD PHOENIX £—= 

@ Sadly, the Capcom Five 

will never be completed — 

this Panzer Dragoon-esque 

shooter was canceled prior 

to release. It wasn't all that 

difficult to see this coming, to be fair — the other four 
games had a lot of pre-launch build-up (including early 
versions being shown that were quite different to 
what we actually got), while only a handful of screens 
exist for this doomed shooter. 
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ali(smi@ealie|si@el-melal- 
of the all-time greats, 
however, Resi 4 still 
has a lot to answer 
for. Its use of OTEs —- which Capcom 
aatelat-le(-10 mm Cem-1ag)e)(e)"mce me] (-t-] G1 0-10) tee 
became something of a touchstone 
fear) dais)mee(=\"4s) (0) els) eom (ele). diate mielarcin 
easy way to Incorporate cinematic 
events into their games without 
fully wresting control away from 

dglom o)t-\"/-19m ele iq io) "ml gal-lar-[¢ [210m Ce) 

pull them off nearly as well. Their 
proliferation across games of all 
Nialet-mel6)(e)<hvaigal-(e(-melt-\"/-le-mee) pale 

com ar-|(<mial=/agper-|italelele|am Or-| eee) sak 
execution of them was generally 
masterful — just as jump scares could 
once hide around any corner, OTEs 
Instead tied into the new emphasis 
o)am(-igce)em\'it-l-jnl[alemeleiacelar-mcemaelal 
FGA K@) Aare mere)if=]es-}ialem eli t-lemiee 
Tatsit=laletsmnrye)el(e|amm@ate\icm olelo]amalst< la Nv 
so intense If all you had to do was 
lersi@ale)(emele))iamelamaatsw-jar-ilelemcjiie 
(o)ar- m8) lemr- ale Mals\\@=lmuqace\uiaremalcial 
iat=]@e)ce)anle)mnelelem-|e)el-1-|m(-1imrcele 
eiiiareiiare mcem.e)0 | mere)alece)|(-)ar-]ar-]| 
times, just in case. 

OND =-e-] ohio) anal=iemtal-Mel-(e14ele)ai-Ne) i 
one of the game’s most memorable 
=lalere lel alts) ecfeemtaicm dallicmilelala@aiin 
Krauser towards the end relied 
alste\ IN elem elgelanlelciemialelepemt-lalemi 
Kobayashi’s favourite battle in the 
game — “| really like the boss fight 
against Jack Krauser. His knife moves 
were so cool!” he enthuses), allowing 
the battle to build way more tension 
iat=[amimeelel(emar-\-Maat-larlel-emni italia 
ialoReelalilal=isme)mie-(ellt(e)ar-|meelaiieele 
That's the reason games like those 
made by Quantic Dream (Heavy Rain) 
fete) aidialel-mcom-1 gn) 0)(e)va-ie (eam pal-le1atslal(er 
so heavily, as it leaves players free 
\comcolell-welam-leidlelal-lalemal-lae-](\iomelald 
such a time as they are called upon 
to take action. They’‘re also used to 
decent effect in Telltale’s new twist 
oe} am tal-mei=l-t-) (em ole)|ajer- arene @relaaalelt- 
with games like The Walking Dead, 
showcasing how Hesi 4's masterclass 
in QTE use continues to permeate the 
market and evolve today. 

Kobayashi seems delighted that 
his game ts still so revered 
sue l-ler-[e(ome)am-|semeareit 
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RESIDENT 
EVIL 3.5 


ie lamaclaaleliamdelerc|melalelllelamcemt-lare 

it a spot in our all-time top ten. “It’s 
lam laleiacrele)(-Malelavelelmtat-im@ eat). (orm agle 
very happy indeed,” he tells us. “It’s 
been ten years since the game came 
out, and it’s great to see how much 
the fans have loved the game in that 
time. In 2016, Resident Evilas a series 
is coming up to Its 20th anniversary, 
and not just me but everyone at 
Capcom will work hard to keep 
aaY-1.4[ale me |act:]@ef-lanl=1-Mie) mele | mr-lalcmce) 
enjoy!” It’s fair to say that most Resi 
fans fell off the hype train around the 
divisive sixth instalment. However, 
inl=Malelane)mir-lalealicicm tome elialemenicelelel a 
eMal=\ ime (0)(0(-1am=1e- Pa dal-laL<mcemial= 
excellent Resident Evil 7 (which 
offered VR terror), and acclaimed 


Resident Evil 2 remake. 


The latest game, Resident 


Evil Village (the title cleverly 


conceals a ‘VIII’, effectively 
making this Resident 

Evil 8), harks back to 
Resident Evil 4in a big 
way. With a mysterious 
al-iaeiat-lalemele(e MYlit-le[s16> 
e]alom- lela) eleleliare 

castle, the legacy of 

To) aM-9 m0 1 g0) 8121-18 | 
misadventureisas 7" 
strong as ever. Plus, 
Capcom is carefully 
fe) tlalaliare me 
remake for 
this classic, 
so it'sa - 
e[erere j 
time to be / 
a Resi 4 a / 
fan! 
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The fifth game in the long-running Elder Scrolls series has been 
remade and re-releasec more than any other in the entire franchise. 
Why’? Because it’s one of the deepest, most immersive role-playing 

games ever made -— and it deserves to be played by all 






















t felt like an aeon had passed between the f . 
announcement and launch of Bethesda’s latest core | 
Elder Scrolls game, Skyrim. In reality it was 11 months 
from confirmation to it being in our hands, but the hype 
had reached such instant fever pitch it was hard to go a day 
without talking about the damn thing. 

It was going to be the biggest open world, with the most 
i freedom — you could fight against dragons! How could any other 
A game possibly compete? How could we sleep easy knowing we 
i 
i) 





still had to wait for Skyrim to launch? How could it possibly live up to 
the hype? Vell, come November 2011, It... didn't. 
ea) ioe a There was no way any game could live up to the sheer power 
he i. bys of the build up benind Skynm, so it was little surprise we heard 
. _—--—- | 4 detractors and naysayers from its release day — and we still hear 
Tyegine is them today. But while it wasn't 100 per cent perfect, Skyrim still 
_ ae ended up an absolute masterclass in the world of immersive, deep 
action-RPGs — and we still hear thattoday, too. 
Starting out as any other Elder Scrolls game does — you're a 
prisoner and you end up freed — Skyrimasks you to customise 
your character with choices of name, race and looks all factoring In, 
before setting you loose in the midst of a dragon attack. You see, 
dragons have returned to Skynm for the first time in ages, anda this 
is bad news for any native of the realm who doesn't want to be.set 
on fire and eaten. Pont 
From there your quest begins — visit this person, they can tell 
you where to go next, the prophecy can be revealed, the power 
of the dragons can be yours via the dragon's language, you can 








ed » It's not just dragons — vampires became a big part of Skynmthanks to the Dawnguard add-on. 
Ancdwyes — you could be one. 
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Al Corsirni | OF Nirn The playable races of Skyrim 
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i | @ The high elves, as @ Not only are the lizard- @ Our diminutive forest- @ Powerful magicians, @ Morrowind's natives, 
; 2 other races know them, like argonians great at dwelling friends, the bretons are also able the dark elves are 
5 g are skilled in magic - lockpicking, their natural wood elves aresogoodat — to absorbor resist proficient in destruction 
f Jy < as well as arrogance. immunity to disease archery they've become a magical damage thanks magic — all the better for 
| | MA | ‘Haughty’ is a fair and ability to breathe meme in many an online to their natural abilities. smiting those who make 
tgs ) descriptor for the lanky, underwater is a great community. Archers Unsurprisingly, they're snide comments about 


golden ones. boon for Skyrim newbies. are OP, yo. usually mages. them, which is common, 





IMPERIAL KHAJIUT Norp ORSIMER REDGUARD 

@ The closest toa @ Nobody trusts a khajiit @ Give anord amace, mg Commonly known as @ They're not the biggest, 

default human you can on Nirn - well, they are and they'll be happy. Give orcs, the orsimer's large but the redguard are 

get in Skyrim. Based off gifted at sneaking — but a nord a two-handed frames lend themselves easily the most naturally 

Romans, imperials have our (sometimes) friendly warhammer, and you ll to a fine capacity for talented warriors in all of 

the gift of the gab —as cat people don't have to be their friend for life. handling heavy armour. Skyrim — with blade and » Battles with dragons are far more common than you might 
or 4 | . well as increased abilityto be thieves. They're just Skyrim’'s natives love a They re not too shabby at shield in hand, they're aie bot! pagel sialic 

AY) heakwoupds. se really good at it. good ruckus. the forge, either. hard to beat. 


6 4The key thing is freedom; freedom 
to explore, to role-play, and to mod the 
game into something else entirely 7 7 


Nick Pearce 














battle against the actual beasts, take a side in live your own life, and pickpocket as many 
a rebellion, and generally save the world in an innocent farmers as you like. 
epic, dozens of hours-long adventure. This freeform approach to playing the game 
What makes Sky7mso very special, though, | extended into Skyrim’s RPG systems — 2006's 
is that you're just as likely to do all of the above Oblivion had already made steps to make 
» Tig College of Winterhold is home to some of Skymin's best quests = Dutityau as you are to go ona flower-picking escapade, __ things less rigid, and in Skyrimit was even less 
enrol as a mage, you won't necessarily be trusted in these lands. 
or to learn new recipes for horker stew. The So. Sure, you could concentrate on one or two 
end of the world can wait— we mean, It literally sorts of powers, skills, or abilities — but at no 
can wait: if you choose not to bother with the point were you ever condemned to having to 
main questline, the random dragons prowling use them for the length of the game. Don't like 
the giant world map won't appear and you'll how your character plays? Play a different way. 
be able to play through the majority of Skyim's Bored of being a bosmer archer? Be a bosmer 
, side-quests without being hassled by the with a warhammer. 
i gigantic scaly fire-breathers. lt was layers on layers of freedom for the 
1 player, and while this lack of rigidity upset some 
i n any other game it might have been of the RPG old guard, the fact is most of us 
V4) seen as a negative that some players fell in love with the opportunity to experiment 
t/a might immediately lose track of the Skynm put in front of us. And then, as soon 
, by A e entral plotline and go off to do their as you ve learned Its systems and explored its 
is : ie se pg Oe ar Tm, ee ee 7 own thing. But it’s easy to see how Bethesda world, there's a large core story experience to 
Ohi ss <= Se a oS SS En AE planned for this - you're not railroaded in a set play through. And it Kept on giving. 
fii Eve en years teri release, Shy sil hasthe power to make sat be a Through direction or chided, or hurried on for dawdling. There were two main stars of Skynm. First, 
iva FU mouith agape at na gorgeous vistas. 
fil. You can take your own time, do yourown thing, naturally, was the dragons — the once-mythical, 
iy ae . 
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now-real-and-angry creatures are tameable 
ina DLC add-on, but for the most part they're 

a menace. Early on in the game it's a toss-up 
between whether you'll be beating them down 
to absorb their soul — being the Dragonborn 
and all, aS you are — or running away with your 
battleaxe between your legs as they take one 
too many chunks out of you: 


he battles with dragons never 
stop being fun, and—thanks to 
Skynim's incredible orchestral 
soundtrack — feel like truly epic 
clashes every single time that they take place. 
Theyre also helped along by the fact that 
they re always taking place in Skynm’s second 
main star: Skyrim itself. This is a truly beautiful, 
varied land in the north of Tamriel (the continent 
on which the Elder Scrolls series is set) that 
could have gone down the lazy path of just 
being cold and snowy, but it ended up being so 
much more. That's not to say there isn't much 
of the white dung on show — your treks through 
the many mountain peaks of Skyrim will 
present more than a few blizzards to contend 
with along the way. But trom Solitude to Ritten, 
Markarth to VVinterhold, you're always seeing 
something different: arctic tundra, alpine 
forests, swamps, rolling meadows; giants 
tending to their mammoths, sabre-tootned cats 


» Enemies are a varied bunch, 


and you can often stumble 
upon a seriously challenging 
foe without any forewarning. 
Always be prepared for 
combat encounters. 
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@ While the PC was the superior original version, 
the 3460's Skyrim wasn't half bad at al!. Like playing 
the game on a midrange home computer of the day, 
it ran well, loaded quickly enough and didn't have a 


@ Of the original batch of Skyrim releases, it was 
the PS3 that fared poorest. Owing to the system's 
tricky architecture, Bethesda wasn't able to 
produce a flawless port out of the box. In fact, it 
habit of destroying hard drive contents. Unlike the took a few patches to get the game up to par with 


PS3’s version... PC and Xbox 340. 


SPECIAL EDITION 

@ Five years after the original's 2011 release, 
Bethesda brought out a remaster - complete 

with 4K resolution textures and other tweaks and 
requiring the Creation Club for mods to be used. 
Owners of the PC version received a free upgrade — 
a nice gesture for existing fans. 


MThe Special Edition also made its way to the 

Xbox One, again seeing the first time Bethesda had 
allowed mods on a console version. Microsoft was 
more than open to the idea of players creating their 
own content, so Xbox One mods have seen some 
huge upgrades, changes and conversions. 


@ A different generation and version of Skyrim 
arrived on PS4, with the Special Edition bringing 
with it the first taste of Elder Scrolls mods on 
console... to an extent. Sony's refusal to allow new 
assets to be introduced to the game means all 


@ Both PC and PS4 received a virtual reality version 
of Skyrim, and surprisingly it is the full, complete 
experience. It’s unclear just how many people have 
played through hundreds of hours with a headset 
on, but there's no doubt the scale of a dragon's 


mods have to use existing in-game elements. scales is seriously impressive up close. 


SWITCH 

@ Initially laughed off as a bit of 

a ‘Skyrim on everything’ joke, on 
release it soon became apparent 
this was the version a lot of people 
had been waiting for without even 
knowing. Adding in Zelda loot 

was a nice touch, but portable 
Skyrim was more than enough of 
a lure by itself. 
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notorious issues: unrealistic non-player characters. | anew city full of anew voiced cast, quests, 
Improving their Al, the mod makes the regular folk soundtrack and a storyline wrapping it all up very 
of Skyrim much more like actual people - they run neatly. It even has time travel. When it comes to 
fram fights they cant win, have better schedules, mods that add something special while remaining 
even travel from town to town at times. It’s small, utterly faithful to the base game, the Forgotten City 
but essential for immersion. is up there with the best. 





ENDERAL: FALSKAAR 
THE SHARDS 0): ORDER @ Adding around a quarter of the landmass of 
@ A total conversion five years in the making, vanilla Skyrim and about 25 hours of content might 
Enderal is effectively a new game, completely free, seem like a job for a team of at least a dozen. So hunting stags, a babbling brook. It was easy to 
that you plaster over the top of Skyrim. It offers obviously Falskaar was made by a single 19-year- get lost in Skyrm, even when you knew exactly 
dozens of hours of questing and exploring, new old — with the help of volunteer voice actors, where you were. 
characters, races, powers and abilities, and offers writers, and some artists/designers, naturally. It is 
brand-new graphics, sounds and voice acting. a brilliant mod, and well worth your time. . t was also — sometimes — easy to get 
| lost in Skyrim through no fault in your 
own, or to glitch through the world, or 
ose a Saved game. It’s not something 
that would usually be brought up in a piece like 
this, but it’s fair to say Skyrim— just like previous 
Bethesda titles — had more than its fair share of 
bugs. But the playful, open nature of the game 
lent itself to a happier reaction than might have 
been expected — giants whacking the player 
| , \ hundreds of metres in the air was accepted 
STONES OF BARENZIAH Oren Cities SKYRIM iy) | as funny; flying horses were encouraged as 
QUEST MarKERS @ Open Cities is amod that brings the feelofSkyrim | yy, brilliant; and setting a pot on a shopkeeper's 
mw Some mods create new realms — even new back to that of its precursor Morrowind — not by head so you could rob them without them 
games on top of Skyrim — but some of the best changing a huge amount, but by tearing down r | seeing a thing was a stroke of genius Bethesda 
mods just fix something. The Stones of Barenziah walls. It's shocking how much more immersive the : never did bother to fix. It's fair to say that a lot of 
quest requires you gather 25 gems, without any world becomes when you can walk in and out of ! Skyrim’'s quirky bugs actually made it an even 
idea where they are. This mod adds quest markers cities without having to travel through a door, and it : more memorable experience. 
makes exploration all the more fun. | Released in 2011 on PC and consoles of 
the day, Skyrim never did really go away and 





to them. Cheating? Maybe. Useful? Definitely. 
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IMMERSIVE CITIZENS THE FORGOTTEN City 
@ Immersive Citizens fixes one of Skyrim's most B An intelligent, smartly written mod that adds 
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641 don’t think any game 
has ever done ‘freedom’ 
so well 97 


Nick Pearce 









































» The dunmer are native to 
island of Morrowind, which is a close 
neighbour ae 


has seen re-releases and ports across many 
platforms in the years following Its original launch. 
It's testament to the quality of the game, to the 
depth of experience on offer, and to the sheer 
replayability of Skynm that every single time tt 
comes out on another format, you'll Tind an army 
of players complaining — because they ‘have to 
play through it all again’. Quick clue: that’s not 

a complaint. Nobody actually dislikes playing 
through Skynm. 

For all the volume of its detractors, for all the 
jokes about remake after remake being released 
on every format imaginable — plateauing with 
Bethesda itself cracking a gag about Skynm on 
Amazon's Alexa, only to then actually release 
iton that very format — and for all its genuine, 
pernickety issues, Skynm is a genuine classic. 
Its scope, breadth, depth, imagination, and 
immersion has yet to be beaten and, trankly, 
there are few other places we'd want to spend 
as much time. Oh, and you can actually ride the 
dragons, too — what more could you want? 











What do you think ts 
the appeal of Skyrim? 
The key thing is freedom: 
freedom to explore, to 
role-play, and to mod the 
game Into something 
else entirely. | don't think 
any game has ever done 
|. freedom’ so well. 


And what do you think it is about Skyrim 
that’s made it a legend? 

| think because of the immense freedom 

that the game offers, it can be all things to all 
people, or near enough. VVant to be a hero 
fighting zombies and dragons? No problem. 
VVant to be a villain skulking about in the 
shadows? Cool. Want to pick flowers and brew 
potions and sell them so you can by a house 
and marry a spouse? Youre catered for. Want 
to write a narrative adventure game of your 
own? The Creation Kit’s got you covered. 


How has Skyrim impacted you ona 
personal level? 

It has changed my life, no doubt. When | 
started modding Skynm| was working as a 
legal and strategy advisor to a tech company. 

lt was a good job, but it left me with a lot of 
unused creative energy, which | started pouring 
into my passion project in my spare time. 

After the mod took off and started winning 
awards, it opened up some really exciting new 
opportunities | hadn't expected; | was lucky 
enough to receive some mentoring from some 
awesome local developers (League of Geeks), 
and | landed a grant from the wonderful Film 


Meet Tue Moonee. » 


Nick Pearce — creator of the Forgottert City 


VictOria to’set up a studio and deyelop a‘hew 
game of my own. So I've taken a break from 
my legal career to pursue those opportunities. 
lt has been fantastic so far. 


What's your feuourite area of vanilla 
Skyrim? Why? : 


Mike Falkreath the best, because it's beautiful; 


nestled into a picturesque valley among lush 
trees. I'd be happy to live some place like that 
IRL, as long as it had fibre internet. 


On a broader level, how much impact did 
modding have to the success of Skyrim? 
It's common to see people in forums say 

that Skyrim was broken or incomplete and 
modders fixed it. | strongly disagree with that. 
Skyrim was awesome on its own; just ask 
the tens of millions of console players who 
enjoyed it without mods for many years. Mods 
certainly increased the freedom and provided 
an extraordinary stream of new content — 

and | think this is why Skynm has enjoyed 
such longevity. 


What would you say is your favourite thing 
about Skyrim? 

The freedom to role-play your character. 
Personally, one of my favourite things to 

do in Skyrim is to play permadeath. Using a 
mod ‘Live Another Life’, | like to start with 
nothing at a random location, and see how 
long | can survive on Very Hard difficulty. 
Knowing that death is permanent for that 
character makes It really intense and gets the 
adrenaline going. | recommend it If you 
haven t tried It! 
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